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SHADOW WARRIORS, the latest, greatest 
and most ambitious martial arts coin-op 
game now rages onto your computer 
1= I x^V i uri r^j G 
interactive scenic backdrops. The secrets 
ot the Ninjitsu assassination techniques 
have been handed down since the 
Mediaeval wars, .now they live on in the 
jungle of the American metropolis. A thousand 
years of the Ninjitsu secrets at your fingertips... 
Take your techniques to the streets 

SHADOW WARRIOR...the hero of the nineties. 
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Natural and responsive player movement and 
with the most simple ot one-touch joystick 
control ensures exciting 
and authentic soccer 
action. Realistic 
close-ball control, 
computer aided 
team control 
and the micro's 
constant "(low 
ot play' 
monitoring all 
add up to make 
this the easiest 
and the most 
rewarding 
soccer game 
ever devised tor 
the home computer 
TAKE ON THE WORLD! 
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The hit coin-op game bringing espionage 
and action with 9 levels of thrills and 
excitement. Innovative game features with 
a host of differing scenarios from high- 
powered sports cars to underwater guerilla 
warfare. Rescue a beleaguered nation 
from the oppressive regime of the 'Council 
for World Domination'. 

ESPIONAGE EXTRAVAGANZA 
FEATURING 9 LEVELS OF HIGH ACTION! 



■ • 





I 




nchester M2 5NS 
•633 Telex: 669977 
834 0650 



The "POWER UP" coin-op hit tiom Data East 

brings super-action to your micro 
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SON of a former embalmer Laurence 
Scolford is now firmly affixed to The 
One as Assistant Editor - hip hip 
hooray. And now for some bad news 
- the Wings and Rainbow Arts 
features promised on the previous 
issue's Next Month page unfor- 
tunately didn't get off the ground in 
time for inclusion this issue. So there 

you go... 
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THERE can 
only one... 
So here it is. 
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FORGET all that 
gear that the 
Italians and 
Japanese crank 
out - the world's 
greatest sports 
cars are still 
BRITISH made. 
And so's the 
officially-licensed 
game... 
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THE ONE 




95 GUN-HO 



THE ONE gets to grips with the 
universe's most effective weaponry in 
this detailed took at shoot 'em up 
hardware. 




YOU MAY be used to reading reams of opinionated waffle 
elsewhere, but here we prefer to let the games speak for 
themaelvas. Relevant scenes are shown, with informative 
captions used to help convey the 'feel' of the game. Provided 
wrih each review are opinions highlighting any good and bad 
points, plus prices, release dates and ratings where possible. 
Basically there's something for everyone - at best a highly 
detailed review and at worst a highly detailed preview. There's 
nothing clever, just straightforward facts and ratings. Updates 
follow where appropriate. 
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SOUND 

Again, not a reflection 
of quantity or indood 
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bow well H'a used. 

PLAYABIUTY 
How don the game 
fMl? la H addictive or 
|u*t plain 
uninteresting, 

VALUE 

Essentially a reflection 
of lasting Interest - 
now much game you 
get to* your money. 
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LETTERS 



WRITE TO US 

AT... 

LETTERS 
The One 
Priory Court 
30-32 Farrtngdon 
Lane 
LONDON 
EC1R3AU 

OR FAX US 
YOUR VEWS 
ON... 

(071)490 1095 

There's £100 worth 
of software and an 
exclusive The One 
T-Shirt for ihe 
sender of each 
month s Star Letter 
So don't forget lo 
include your full 
address! Please 
note that 
sycophancy is no 
guarantee thai your 
letter will be 
published. 
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PUZZLED 



Dear The One, 

I am jusi about to buy my first Amiga 500 computer. It's 
taken months ot hard saving to get the cash together and 
now I'm puzzled as to the choice of my first game. My 
main problem is that I'm partly deaf and when I ask the 
shop assistants for advice I find it hard to understand 
what they are saying with all the hustle and bustle going 
on. I'm sure 1 can rely on you to help me make the right 
choice - Shooting and Sport types appeal to me. Thanks 
a lot. 

David Bell, Newcastle-Upon-Tyne 

Well, as far as sport simulations go you can't go far 
wrong with Anco's Kick Off 2, the only football game 
worthy of consideration. Cinemaware's range of TV 
Sports are also well worth a look. It you want to play a 
range of sports in one go then take a look at the Epyx 
Games series, available in the UK through US Gold. 
Some of the programs in this series do feature Shooting 
events. Hope that's been of some help. Since you 
obviously had a hard time with sales assistants we 
decided to send you £100 worth of software so that you 
don't have to bother with them again for some time. 



THANKS! 

Dear The One, 

Thank you for publishing my letter, and 
thank you tor your kind offer. If only one 
child is spared similar disappointment in 
the future then it will be to your credit. 

The only software my son has is what 
came with the computer, an Amiga 
Batman Pack, so you can imagine his 
delight when he saw your kind response in 
the August edition ot your magazine. 

I find it difficult to express clearly my 
thanks. 

M Trueman. Basildon 



Dear The One, 

I read many computer magazines but 
yours is different from the rest. In Issue 23 
you had a section on science fiction films 
(This Island Earth) and that pleased me 
because I'm an Alien fan. Is the Aliens 
coin-op available yet. 
An Anonymous Alien Fan 

Konami'sAlienshasbeenouttorawhile - 
there is a review of it in Arcades in Issue 
19. To the best of our knowledge there are 
no plans tor any computer conversions as 
yet. 

ADAPTING TO CD 



Dear The One, 

I have recently read an article on a system 
designed by Codemasters for the Spect- 
rum which allows games to be loaded in off 
an ordinary CD player via a special 
adaptor. I was wondenng could this 
system be used lor 16-Bit machines so 
ihey could also load games off CD? 
Also, is Head Over Heels ever coming 

out on the Amiga? I played it on the CM|_ QUERY 

Spectrum and think it is the best game of all 
time. 

Russel Power, Liverpool 



machines. TheST, Amiga, andPCallhave 
existing and forthcoming CD drives, so 
16-Bit owners aren't realty losing out. 
Ocean has now finished an ST version of 
Head Over Heels and is currently working 
on the Amiga version. It should be 
released in the new year as either a 
budget game or as part of a compilation. 

FLIPPY FLIGHTS 

Dear The One, 

I have just been informed by MicroProse 
that the ST Stealth Fighter is deliberately 
designed to randomly and instantly rotate 
through 1 80 degrees in the horizontal and 
vertical plane, apparently to simulate poor 
flying charade nstics. Since this is either 
an incredible story or an incredible design 
blunder I have asked you tocontirm it. On a 
different note, what happened to the ST 
Battle Ot Britain? 
F B Dickens, Tyseley, Birmingham 

yes, very occasionally the aircraft will turn 
through 180degrees, and here's MicroP- 
rose s explanation: When flying a real 
plane you would occasionally experience 
pockets of turbulence. These can cause 
the plane to rock and drop anything up to 
two hundred feet before it is stabilised. 
When this motion is simulated on a 
computer the resulting effect is not as 
disorientating as it would be in reality. To 
compensate for this MicroProse has 
simulated bad turbulence by including 
the rotate feature. This does mean that 
even when flying on autopilot you have to 
continually monitor the plane's attitude 
andflightpath. This makes the experience 
of flying this simulation far closer to the real 
thing. Thanks, guys. As for the ST version 
of Lucasfilm Games' Battle Of Britain 
it's out now for £24.99. 



Codemasters tells us that the adaptor is 
for the Spectrum and C64 only and there 
are no plans to produce one tor 16-Bit 



Dear The One, 

First ol all I'd like to say that the new look 
which The One has adopted is obviously 
for the better - there seem to be vast 
improvements in each new issue I read I 
Secondly I hope the Goal Of The Month 



will continue for a long time to come. It's 
good to see you are not just churning out 
art competitions. I have a couple of 
questions regarding the Kick Off 2 
Competition. 

1 ) Do you take into account when judging 
an entry the build up as well as the actual 
goal? 

2) Has the competitor, if playing in a set 
position, actually got to score the goal or 
can they pass to another member and set 
them up lor the killer punch? 

Please keep up the good work with The 
One. I particularly enjoyed the A Sporting 
Future' feature in Issue 23 and can't wait 
until Speedball 2 is commercially 
released. Well done. 
S N Hardy, Sheffield 

1} Yes, the whole of the replayed 
sequence is judged. 
2) Only goals scored by the player are 
valid, not those scored by computer- 
controlled players. 

Glad you liked it. Speedball 2 willbeonthe 
shelves in October. Both ST and Amiga 
versions will retail for £24.95. 



CHAOS AVERTED 

Dear The One, 

Having recently phoned Mirrorsoft to find 
the release date ol Chaos Strikes Back 
for the Amiga, I was dismayed to hear that it 
is not to be released due to low sales on the 
Atari ST (released some month's ago). 

I phoned my local computer shops only 
to find that they knew nothing ol this. I 
asked all of my (now unhappy) Amiga- 
owning friends, they also had heard 
nothing about this ludicrous idea. 

So who does know about it? Do I have to 
buy an ST? 

James Deyner, Worthing 

Let's get this straight once and tor all. 
Mirrorsoft has absolutely every intention 
of releasing Chaos Strikes Back on the 
Amiga later this year. You seem to have 
got your wires seriously crossed 
somewhere along She line - sales of the 
ST version have been very healthy, ana 
Mirrorsoft will definitely be maintaining its 
support for the product. 



Dear The One, 

I would just like to congratulate you on an 
excellent magazine, now with even better 
in-depth reviews and features. I havealew 
questions that I hope you can answer for 

me... 

1) Whatever happened to Ramrod from 
Gremlin? The game where you must 
prevent your RoboCop' like character 
from becoming bored by means of playing 
CDs, dnnking Pepsi, and playing arcade 
machines. Has it been scrapped? 

2) Is it worth buying a monitor? If so, is the 
Phillips CM8833 a good choice? 

Right, here we go... 

t) Gremlin tells us that work is underway 
on Ramrod once again, and they hope to 
have something ready by December. 
2) Cenainly. We use Phillips CM8833 
monitors here at The One, and although 
they occasionally need attention, they do 
give good quality pictures and sound, and 
they are extremely robust. 



MORE TV 
COVERAGE? 



Dear The One, 

First of all I would like to say that the New 
Look Magazine is better than the Old Look. 
Second. I heard that the programmers of 
TV Sports: Football and Basketball were 
thinking about a TV Sports: Baseball. Is 
this true? 

Ever since I was 1 2 1 have wanted to be a 
games programmer but I don't know 
where to start, so could you please advise 
me. 

Robert Scoles, Solihull 

Yes, Cinemaware is currently working on 
TV Sports: Baseball (how come you 
missed the news in a previous issue?). 
And yes, we will bring you further details 
as soon as they are available. It you really 
want to find out about programming as a 
career then why not pop along to the 
Computer Entenainment Show and visit 
our live Work In Progress exhibit to have a 
chat with hit programming team Bullfrog. 



Dear The One, 

I have just bought issue 23 and found it 
very entertaining save one flaw. I don't 
mind having the cheats and hints before 
actually playing the game, but I do mind 
having to pay something like £4 - the price 
for The One in Denmark - and then 
discover that you have used a ridiculous 
amount of pages on a guide for a couple ol 
games. 

I honestly don't believe that I 'm the only 
one who dislikes throwing money away, so 
PLEASE make a survey or something in 
order to know whether or not people 
actually want these incredibly long game 
guides. 

Christian Roig, Roskllde, Denmark 

Never let it be said that we don t listen to 
our readers - we will be quite happy to 
adjust the format ot the Tips if enough 
reader's aren't finding the pull-out section 
useful. So come on, guys 'n' gals - let's 
hear your views. 



DO Y00 KNOW. 



Dear The One. 

Do you know when Golden Axe and Final 
Fight will be released? Is there a football 
game with a side view instead of a birdseye 
view? What should I buy next? 
Lee Wadlow, Hemel Hempstead 

Phew! Well, Golden Axe is being 
developed by Probe and will be released 
by Virgin Mastenronic in November at 
£19.99 for the ST and Amiga. USGoldhas 
the license for Final Fight, but work on it is 
yet to begin, so don't expect to see 
anything before 1991. The next CapCom 
conversion to be released by US Gold is 
UN Squadron. Manchester United from 
Krisalis boasts a side-on view and has 
some management elements as well as 
the match itself. MicroProse's new 
International Soccer Challenge (see 
this month's News) is the first football 
game to have a 3D view looking down the 
pitch. Check out Shelf Talkers in the news 
pages tor this month's best buys. 
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We Interrupt this Magazine 



MAGIC FLY 1 " Available in September for Amiga/ Atari ST 



You're a fighter pilot of the future - travelling through 
a giant asteroid in your vehicle the Magic Fly. Your 
aim is to destroy key pans of the complex and 
discover the space fighter codenamed the Moth. 

• Over 30 different spacecraft to scan and shoot. Feel 
your skin creep as you see a Black Widow or 
Tarantula crawl towards you. • A vast and complex 
network of tunnels to explore, providing hours of 
gameplay. • Selection of weapons - 3 types of lasers, 
missiles and a range of superweapons, like the Cat, 
Limper and the Atomic Sledgehammer! • Solid JD 
graphics. 






(III CK M.U.I KS 
ADVANCED FLIGHT TRAINER" 2 0 
Available in Si-plember fur Amiga/ Atari ST 
Out now for PQ 



Experience white knuckle flying thrills with the great 
lllght trainer. Now fly any of 18 different aircraft, all 
with accurate aerodynamics and realistic 3D modelled 
graphics. Join the t'S Navy's Blue Angels or the L'SAF 
Thunderbirds In formation, or race 6 courses. Other 
features include more realistic terrain, unlimited 
camera angles and night flying. Let General Yeager 
personally guide you through AFT 2.0, sharing his tips 
and great flying experiences on the new Flying 
Insights™ audio tape, included FREE in every package. 




Electronic Arts 
11/49 Station Road 
UuTgiey, Berks SL3 8YN 
England 

Tel: (0713 1 49442 




We'll use this box to keep you informed about 
our latest news. 

... did you know there is a Flood demo disk 
available at your retailers? 

...be on tbe look-out for previews of 
PmivrMongerJrom Bullfrog, tbe authors of 
Populous. 

. ourfirst CD game uas released in Japan. 
Sow FM-Tnwns owners can play Populous, a 
u wld-u 'ide phenomenon! 



<r Golden Scroll The Games Machine 




for some Exciting Programs 



100D™ Out Now (and receiving rave reviews) for Amiga/Alari ST Colour 



zero Hero 



*ST Form.it Gold <r CU Screen SUr 




A platform game with a sense of humour and over 55 
addictive levels. Help Quiff* 1 escape from the 
underground caverns to the Earth's surface away from 
such nasties as the Psycho Teddies and the Creeping 
dOOO) of the Flood. 

• WhUfcy objects like boomerangs, flame throwers, 
balloons and spacehoppers • Humorous monsters tc 
destroy from Bulbous Headed Vongs to Vacuous 
Gombos. • Passwords - no need to start from the 
beginning again! • Watch Quifly grip to almost 
anything - even the ceiling. • Gurgling tunes and 
splashy sound effects • Numerous puzzles to solve. • 
Secret locations. 






IMPERIUM™ 

Out Now! Amiga/Alari ST Colour/Mono 



"The latest in the splurge of space-lrading games is 
Impenum The objective is to dominate the galaxy by 
trading with other planets and colonising new worlds. 
With an array of winning options. Imperium may yet 
be the most engrossing space-trader ever" - ST Format 
Magazine. 



*C*VG Hit 
* Zero Hern 
Gen d'er 



PROJECTYLE™ 

Out now! Amiga/Atari ST 



Fast and furious multi-player action in the ultimate 
future sport 

• Mu hi -directional scrolling featuring parallax, 
vector' and bas-relief graphics. • Up to $ players per' 
game and 8 players per league. • S different pitches, 
each with its own characteristics. • Extras such as 
free kicks, chip shots and loouv balls: 





PLOT 

IF YOUR disk 
doesn't seem to 
be working 
properly (or 
worse... not at 
all), don't eat it. 
Just pop it into a 
jiffy bag and send 
it back to us at: 

PLOTTING DISK 
REPLACEMENTS 
The One 
Priory Court 
30-32 Farringdon 
Lane 
London EC1R 
3AU 

Just give us 28 
days to sort out 
your problem and 
accept our 
humblest 
apologies (or the 
inconvenience. 
You should enjoy 
Plotting all the 
more for the wait. 



THE PLOT 



ANYONE suitably 
enthused by this 
taster and keen lo 
acquire the whole 
kit and caboodle 
(featuring entirety 
new levels) would 
do well to dig out 
£24.99 and 
contact their 
favounle software 
outlet or Ocean 
Software Ltd. 6 
Central Street. 
Manchester M2 
5NS. Tel: 061 832 
6633. 



A SHAPELY STORY 



Doctor." Marlene sobbed, turning away 
from the monitor and covering her 
sparkling eyes, now awash with tears. "I 
think we're losing il..." 

"I know, Marlene." soothed Doctor Mike 
Roe. He took her in his powerful masculine 
arms and held her close, not as a lover but 
as afalher. "But, alas, there's nothing I can 
do. I've lost three STs and two Amigas 
already - this is the last surviving 
machine." 

-You see, Marlene, it's all down to a bad 
diet of poor software. I 've Iried everything I 
can to save them, but even I, the world's 
linest disk doctor, have to admit defeat." 

"Wait!" Marlene cried, her chest 
heaving visibly beneath her flimsy cotton 
dress as a resounding thud emanated 
from the surgery's mailbox. "I'd know that 
sound anywhere! It's a brand new copy of 
The One with a special cover-mounted 
disk." 

Mike's admiration for Marlene rose as 
he admired her shapely, sylph-like form 
retrieving the organ of her desire from the 
doormat. 

"Oh yes," she gasped, deftly sliding the 
disk out of its plastic sheath and thrusting it 
vigorously into the disk drive. "This is it! 
Five brand new levels of Ocean's prize 
puzzle game Plotting for the Amiga and 
Atari ST. But hurry Doctor, I can't wait any 
longer. We only have hall an hour to 
play..." 

Straddling the chair before the monitor. 
Doclor Roe grasped his joystick with intent 
and began to revive his last surviving 
machine... 

FIVE NEW LEVELS! 

YES INDEED, courtesy of Ocean 
here are five exclusive new levels of 
that pucker new puzzle game Plotting, 
that won't appear in the released 
version - and you don't need the 
original game to play them. Just in 
case you missed the review in the 
previous issue, Plotting received a 
very healthy 90 per cent . What greater 
recommendation do you need? 

HOW TO LOAD YOUR 




SORRY, PC owners. Plotting is not 
available for your machine so we couldn't 
include a version for you to play. The 
Amiga and Atari ST versions are both 
included on the same dual-format disk. 

AMIGA 

Ensure that all peripherals except your 
joystick and monitor are disconnected and 
that your machine has been switched off 
for at least 30 seconds. Now switch on your 
machine and insert your Plotting disk. After 
a few seconds you should hear the title 
soundtrack and a menu will appear. 
Simply select the Function Key that 
corresponds to your choice of action. 

ATARI ST 

Disconnect all peripherals except for your 
joystick and monitor and switch off your 




_ 






machine for at least thirty seconds. Insert 
your Plotting disk and switch on the 
machine. After a few seconds you will hear 
the title tune and menu will appear. Simply 
select the Function key that corresponds 
to your choice of action. 

OMBM 

If you are one of those tremendously rich 
jet-setting types that owns both an Amiga 
and an Atari ST then you are in luck indeed . 
The Amiga version of our Plotting preview 
features five different levels to the Atari ST 
version that's double the fun! 



HOW TO PLAY PLOTTING 

THERE are three selectable choices Irom 
the menu screen. 

F5 

Calls up an instruction screen showing the 
function ol all the elements on screen. 

F4 

Toggles the music off and on. 
F2 

Starts the game. If you are playing on your 
own, simply press the lirebutton to begin 
the first level. Two players may play 
simultaneously by both pressing their 
firebuttons. 

SO WHAT'S THE BEAT 

The objective is to reduce the number of 
tiles on each level to the minimum number 
stated at Ihe top, before you either run out 
of time or special tiles. 

Tiles are removed by pressing the 
lirebutton to shoot the tile carried by your 
fluffy helper into the pile. Tiles can only be 
thrown sideways, but by bouncing them off 
the solid blocks at the top of the screen you 
can hit tiles at the top of the pile. 

Providing you hit other tiles of the same 
design they are removed from Ihe pile. Any 
tiles that were above them drop down to fill 
the gap. As soon as you hit a tile ol a 
different design, the tile thrown stops and 
the tile you hit last bounces back and 
becomes yours to throw. 

The more tiles ol identical design that 
you hit at once, the more you score. If you 
end up with a tile that does not match any of 
the accessible tiles in the pile then you 
have scored a MISS. In this case you are 
given a Wild Card. 

A Wild Card is a special tile that can be 
used to hit any other tile. If you run out ol 
Wild Cards and then score another MISS, 
you lose. You also lose if you fail to reach 
the required number of tiles in the allotted 
time. 

Wild Cards are occasionally lo be found 
within the pile. If you hit one you are 
automatically given an extra Wild Card to 
play with. 

On some levels there are strategically 
placed pipes. You can bounce a tile down 
through a pipe or off the side ol one. Be 
careful: pipes may block your route to 
important tiles, so it s important to always 
be aware of their position. 

When you have mastered a basic 
technique for clearing tiles then try to 
improve your score. Todo this you need to 
clear tiles so that you are left with long lines 
ol tiles of the same design. These can then 
be cleared with one tile to maximise your 
score. 
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Deep in the heart of darkness lies a swamp. In the centre of 
the swamp there stands a castle. And deep inside the castle 
(he Necromancer waits. 

His history is steeped in hlood: A feud between the 
kingdom's heirs, a battle won hy magic and a massacre thai 
stained the battlements red with blood. In the aftermath 
many adventurers tried to unravel the enigma. None 
returned alive. 

Rut fate has nurtured a hero- No valiant 
knight or swarthy soldier but a liar, a 
mercenary and a thief. Karadoc the dwarf is 
destined to go where men have failed, to 
come face to face with the Necromancer and 
probe the darkest mystery kfiown to man . His 
motive? Not honour or lovtf or a personal 
feud; not a crusade against evil or a deep 
hatred or Necromancy; but treasure! and 
Castle Wulf is bursting at the seams with it... 
Cadaver is the interactive fantasy adventure 
you've been waiting for. Stumble through a 
labyrinth of age-old passageways, explore 
the mystic contents of WoWs secret rooms, 
battle to the death with hideous monsters, 
grapple with supernatural leaps and puzzle 
over the enigmatic spells OlNiiromancy. 




• A complex interactive game 
environment with hundreds of 
different rooms and locations. 
* Mind-bending puzzles. 
• A wide variety of 
available weapons. 
* An array of spells and mysterious 
| magic potions. 
* A vast menagerie of monsters, 
including mutated rats, man-size 
water lizards and gigantic fire- 
breathing dragons. 

Otfavci - survive it and it's an 
exiwrience you'll never forget. 



Image Works Irwin House, 
1 1 8 Squthwark Street, 
LondA SE1 OSW, 
Telephone 071 'OS H54 
FaxoA 58 3 3494 
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GREMLIN'S TIG 




WITH the Team Suzuki licence recently secured 
under its belt, Gremlin is now set to unleash Its 
official motorcycle race simulation. 

Team Suzuki covers a complete Grand Prix season and 
features accurate representations ol all the tracks, hills, tunnels, 
and chicanes. The 3D acllon can Be displayed Irom many 
different viewpoints, and an action replay mode altows you to 
en|oy your most triumphant and spectacular laps again. 

Former Veklor Grafix man Carl West is coding Team Suzuki , 
with the intent of outdoing all other similar racers that have come 
before. Unfortunately, you won t be able to find out how he's 
fared until December. 



THESE shots of an 
early version of 
Team Suzuki show 
some ol the 
different views 
available. 



TEAM SUZUKI'S 
Main Man Kevin 
Schwantz. Who, 
surprisingly, 
doesn't appear in 
Gremlin's 
simulation. 



SOMETHING FISHY 



FOLLOWING the simplistic but 
playable platform action of 
Yolanda, Millennium is set to 
impress once again with two more 
original arcade offerings. 

Manix is a ball game in isometric 3D and 
vaguely reminiscent of that ageing arcade 
hit Q-Bert The idea's to paint squares 
back lo their original pattern by bouncing 
on them, while at the same time avoiding 



hazards. Manix is released at the end of 
September on Amtga and Atan ST lor 
C24.99 

James Pond is no ordinary fish - he's 
an underwater agent, dedicated to 
safeguarding the security of the deep by 
undertaking missions (some of which have 
an environmental angle). This side-on 
scroller will be available in November on 
Amiga and Atari ST for £24.99 apiece. 




BOUNCY tun in Millennium's Manix. 



UNDERWATER espionage is the order of the day for James Pond: Underwater Agent 
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captive audience SUCKERS FOR PUNISHMENT 



Ml NDSC APE'S forthcoming 
Autumn release should capture 
the Imaginations of all arcade 
adventurers. 

Written by Tony Crowther of TRAP 
fame, Captive is a 3D action adventure 
featuring 60.000 levels, complete Interac- 
tion with objects and the environment, and 
surround sound stereo' on Amiga. 

The hero of this venlure is Trill, 
incarcerated in suspended animation for 
twc-and-a-haH centuries for a crime he 
didn't commit. When a freak computer 
failure causes him lo revive he is left to pick 
up the pieces of his past existence and 
escape. 

You can catch Captive on the Amiga and 
Atari ST in October for £24.99. and on the 
IBM PC and compatibles in November lor 
C29.99. 



MARVEL COMICS' law-giver The 
Punisher has at last made it to the 
software streets, courtesy of The 
Edge. 

Frank Castle is not something owned by 
the National Trust, but a man intent on 
dealing his own brand of Justice to 



criminals who have escaped the clutches 
of the law. Doiph Lundgren recently shot 
his way through the silver screen role, and 
you can now grunt along with this 
computer shoot oul (what else) from The 
Edge on Atari ST for £1 9.99 and Amiga for 
£24.99. 





SOMETHING wicked this way comes in 
Caplive. 



score | fefef'ifrTel 




THE PUNISHER: bringing his own style ot justice to the streets. 







TOP TEN 


Month Ending August 1990 

AMIGA 


1 


► 


KICK OFF 2 

Anco 


2 


NE 


LOST PATROL 

Ocean 


3 


NE 


SHADOW WARRIORS 

Ocean 


4 


NE 


HARDBALL II 

Accolade 


5 




DAMOCLES 

Novagen 


6 


NE 


THE TEENAGE 
MUTANT NINJA 
TURTLES 

Ultra 


7 


NE 


NINJA 2 

System 3/Activision 


8 




ESCAPE FROM THE 
PLANET OF THE 
ROBOT MONSTERS 

Tengen/Domark 


9 


NE 


FLIMBO S QUEST 

System 3 


10 


NE 


FLOOD 

Electronic Arts 


Compiled by 
i?0 0«lordS 
436 2*11. 


Sottware Circus Lid. The Plaza, 
(foot. London W 1 N 9DP . Tel: (071) 



TOP Wi 

One Vear Ago 



TOP Wi 

Germany 



1 FEDERATION OF 
FREE TRADERS 

Gremlin Graphics 

2 SHOOT EM UP 
CONSTRUCTION KIT 

Palace Software 

3 FALCON: THE 
MISSION DISKS 
VOLUME ONE 

Spodrum HWoByte 

4 KICK OFF 

Anco 

5 G UNSHIP 

MrooProse 

6 THE NEW 
ZEALAND STOHV 

Ocean 

7 TEST DRIVE II 

Accolade 

8 POWEROROME 

Electronic Ans 

9 MILLENNIUM ? ? 

Electnc Dreams 

10 SILKWORM 

Virgin/The Sales 
Curve/Virgin Games 



i PIRATES 1 

MeroPtose 

! INDIANA JONES 
AND THE LAST 
CRUSADE: THE 
GRAPHIC 
ADVENTURE 
LucasMm Games 

3 KICK OFF 

Anco 

4 POPULOUS 
Electronic Arta 

B RAINBOW 
ISLANDS 

Ml 



I SIM CITY 

Mass 

7 THEIR FINEST 
HOUR: THE 
BATTLE OF 
BRITAIN 

Lucaslilm Games 

8 TV SPORTS: 
BASKETBALL 

Ctnemawara 

9 ROCK N ROLL 
Rainbow Arts 

10 TURRICAN 

Rainbow Arts 

Courtesy ol Powerplay 
Magazine 
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TOP TEN 

Month Ending August 1990 

ATARI ST 


1 


NE 


F-19 STEALTH 
FIGHTER 

MicroPros^ 


2 




KICK OFF 2 

Anco 


3 




SIM CITY 

Maxis/lnfogrames 


4 


NE 


DAMOCLES 

Novagen 


5 


NE 


IMPERIUM 

Electronic Arts 


6 


NE 


NINJA 2 

System 3/Activision 


7 


NE 


ESCAPE FROM THE 
PLANET OF THE 
ROBOT MONSTERS 

TengerVDomark 


8 


NE 


ALL TIME 
FAVOURITES 

Accolade 


9 


NE 


STARBLADE 

Si I man Is/Pal ace 


10 


NE 


EAST Vs WEST 

Rainbow Arts 


Com pi lea by Software Circus Lid, the Plaza, 
120 Oxford Slrart, London WIN SOP. Tel: (071) 
436 7411. 
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TOP TEN 

Or* Year Ago 
ATM ST 



1 FALCON; THE 
MISSION DISKS 
VOLUME ONE 

Spectrum 
HWoByte/Mirnxsofi 

2 SPACE QUEST III 

Sierra' Actiwsion 

MILLENNIUM 2.2 

Eteciric Dreams 

* WATERLOO 

PSS 

5 KING'S QUEST 
TRIPLE PACK 

Sterra/ActiviBon 

6 POPULOUS 

Electronic Arts 

7 KICK OFF 

Anco 

8 HONDA RVF 

MtcroStyk* 

9 CHARIOTS OF 
WRATH 

Impressions 

10 DRAGON NINJA 

(magma 
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THALION shoots lo thrill with Wings Of Death. 

THAUON REACTIVATED 



ACTIVE finally ended all speculation about the future 
of Thalion products in the UK by announcing that it 
had tied up Sales and Marketing rights with the 
promising German company. 

Several Thalion products, including Leavin' Teramis, 
Atomix.and Dragonf light wore left without a UK publisher after 
the demise of Grandslam earlier Ihis year. 

There was some speculation recently as to whether US Gold 
would initiate a partnership with Thalion, but it simply never 
happened. 

Active's Main Man. Robert Stallibrass, needed no convincing 
of the label's worth: "For quite some time German software 
houses have been developing very good software. They 
steamed ahead of English companies by producing games that 
are a hell of a lot more original. Thalion is the best ot the bunch." 

The two companies are wasting no time in getting their new 
relationship off to a flying start. The puzzler Atomix will appear at 
the end of August, with the huge RPG Dragonflight and the shoo! 
'em up Leavin' Teramis to tollow. 

Featuring 10 dungeons, each with 14 levels, Dragonflight 's 
combat and magic action is complemented by film-like animated 
sequences. Dragonflight will be available lor ST and Amiga at 
£34.99. 

Wings Of Death also involves dragons, only this time as the 
star of a frantic vertically scrolling shoot em up with plenty of 
power-ups and mid and end-of-tevel guardians. Wings Of Death 
should be available from Thalion and Active soon, at a price yet 
to be announced. 

MAKING AN IMPRESSION 

IMPRESSIONS' latest opus is a tribute to old Jungle 
Films, when the men were men and so were the 
women. 

Legend Of The Lost casts you as Jack, a down-and-out pilot 
- down lo his last bottle of whisky and out of luck. Your 
stewardess girlfriend Jane has crash-landed in Ihe Jungle. 
Pausing only to put Ihe top on your bottle, you set off to rescue 
her. But your adventures lead you to discover something very 
nasty lurking in Ihe jungle. 

This animated adventure will be available soon on Amiga and 
Atari ST for £24.99. A CDTV version is also planned. 
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THE GOAL-DEN SHOT! 



IT MUST be something lo do with the law of diminishing returns. 
This month we have been flooded by sackfuls of Goal-den 
Goals, and yet the overall standard is lower than the previous 
month's! 

One of the most popular trends seems to be for entrants to 
send a disk with 10 or more goals on it, most of which are 
uninspired lo say the least. The idea is to send in the very cream 
of the goals you score, not every last one! So, as of the next 
issue, Ihe limit is three goals per entrant - that should make sure 
thai you only send us the pick of your crop. 

Even though (here wasn't exactly an abundance ot brilliant 
goals thrs month, one shot in particular stood out. And thai was 
sent with four others by Ken Bale of Alton in Hants. His 
well-executed set-piece free kick earns him £50 of Amiga 
software.' 



and HBtt rr e again on the rbuy. 



HAVING 
taken down |ust 
outside the Penalty 
Area, Ken's team 
limbers up for the 
■ll-lmportant tree 
kick. But that angle 
Isn't a good one, 
and the wall 
doesn't look like 
It's going to be 
easily beaten... 



RACING in, Ken 
gracefully lobs it 
over the heads ot 
the defensive wall. 
Here's an easy one 
for Ihe keeper... 




-J 



BUT NO! With 
expert use ot 
Bftertouch, Ken 
swerves the shot 
at the Inst minute, 
causing the ball to 
swerve past the 
'keeper and into 
the top corner ot 
the net 




EPC ? 



AN EXAMPLE ot the sort of activity you can expect to meel In 
Legend Of The Lost. 



HEY! 

SO YOU reckon you can score wilh the best of Ihem, eh? Then 
why not store your three best goals on a disk and send it to 
GOAL-DEN GOALS, The One, Priory Court, 30-32 
Farrlngdon Lane, London EC1R3AU. Software and T-Shirts 
are up for grabs for the goal which, in the opinion of our expert 
panel of judges, is the best received in the month poor to 
publication. Don't forget to state your machine type and on 
which pitch the goal was scored. Your name and address would 
be useful, loo. 
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TlH CCWOHATION The uptlomu ol 21s1 
century excellence A conglomerate spanning 
142 countries ovei 5 continents 
An entity capable ol anything 



Cme Oevyo Limited Tt >n<1» Mouw 89 7'A A»"humni' Rto.1 
De.hy D13 2IS Iriri^...^ i033J> ?9f J97 



Toial freedom ol movement throughout a 3 
dimensional environment 

1 6 levels played ove' an area o' 1 296 000 It 
Featuring a unique self no'trm' digitized image 
i sue pack lot details* 
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TOP TEN 


Month Ending August 1990 

IBM PC AND 
COMPATIBLES 


1 


NE 


TRACON II 

Wesson International 


2 


NE 


PGA TOUR GOLF 

Electronic Arts 


3 




TOP 10 SOLID GOLD 

Cosmi 


4 




ULTIMA VI 

OrigirvMmdscape 


5 


NE 


BATTLECHESS 

Interplay/ Electronic Arts 


6 


NE 


CRIMEWAVE 

Access/US Gold 


7 




BRIDGE 2150 

Oxford Softworks 


6 


RE 


F-1 9 STEALTH 
FIGHTER 

Micro Prose 


9 




THEIR FINEST HOUR: 
THE BATTLE OF 
BRITAIN 

Lucasfilm Games/US 
Gold 


10 




FLIGHT SIMULATOR IV 

Microsoft 


Compiled by Software Circus Lid, The Plus. 
1M Orfoid Street. London WIN 9DP. Tel: 
(071)436 Mil. 



TOP TEN 

One Year Ago 
Bri PC WD 
COMPjtlHK 

t JETFKSHTER 

Vekxit yl P upetogtc 

2 FLIGHT 
SIMULATOR HI 

SubLogic 

3 LOMBARD RAC 
RALLY 

4 OUTRUN 

:„H 

5 SOLIO GOLD 
TRIPLE PACK 

Infocom 

6 WATERLOO 

PSS 

7 668 ATTACK SUB 

Electronic Arts 

6 M6 COMBAT 
PILOT 

OtgMal Integration 

J F-19 STEALTH 
FIGHTER 

MicroPros 

if) WHO FRAMED 
ROGER RABBIT? 

Buena Villa 



TOP TBI 

USA 

m PC AM) 
C0MPATHB 



1 ULTIMA VI 

Origin 

2 THEIR FINEST 
HOUR; BATTLE Of 
BRITAIN 

Lucasfilm Games 

3 RED STORM 
RISING 

MicroProse 

•l FLIGHT OF THE 
INTRUDER 

Speclmm Holo8yte 

5 SECRET OF THE 
SILVER BLADES 

SSI 

6 STRIKE ACES 

Accdadn 

7 MEGA TRAVELLER 

1 

Paragon Software 

8 HARDBALL H 

ii ,■ ude 



9 RAILROAD 
TYCOON 

MicroProse 

10 FACES 

Spectrum HotjOyte 

Courtesy ol Login 
Magazine. Japan 



MIGHT AND MOTION 
FROM MICROPROSE 



EVER keen to provide variety, 
MfcroProse's imminent mixed bag 
of wares ranges from spying to 
soccer. 

Covert Action is a Max Remington 
techno-thriller set in the world of the 
contemporary spy. PC owners excited by 
the prospect ol becoming involved in 
breaking codes, stakeouts, and phone 
tapping, will find (his right up their street. 
Both male and female character versions 
will be available towards the end ot the 
year in CGA, EGA, and VGA. with AdLib 
and Roland sound boards supported. 

Also available towards the end ol the 
year on the PC Is Lightspeed, Micro- 
Prose's first space simulation. II seems 
that in the future (he Earth has lost its ability 
to support human fife. And once again it's 
up to you to save the day by searching for 
new planetary systems to colonise. This 
huge interplanetary quest includes galax- 
ies galore and alien lifeforms aplenty. 




TAKE to the skies In 
Knights CM The Sky. 



blaze of glory with 



MicroProse is also promising its best 3D 
graphics to dale. 

An aerial challenge to Cinemaware's 
Wings comes in the form of Knights Of 
The Sky. Climb into the cockpit of a World 
War I fighter plane and lake to the skies 
above the Sommes to give the Red Baron 
a taste ol his own medicine. 

Coming down to earth with a bump and 
plenty of bangs we have War Jeep, 
possibly the first ever Jeep simulator. Set 
m the deserts ol Libya and Egypt during 
World War II, War Jeep comes from the 
ever effervescent mind ol the legendary 
Steve Bak. It should be available tor the ST 
and Amiga in October, priced at E24.99. 

Fans of Airborne Ranger will welcome 
the appearance of Rat Pack, currently 
under development by Imagilec. This 
combat romp puts you in control of four 
commandos on crack missions behind 
enemy lines . Rat Pack is due for release at 
the end of the year on Amiga. Atari ST and 
PC. 



|UiN in"! 




THE WORLD CUP may now be a distant 
memory but the soccer simulations are 
still coming, international Soccer Challenge, 
the 'sequel' lo MicroProse Soccer, differs 
from all the other players In Its unusual 3D 
perspective. Whether Hs payability will 
score with the tans remains to be seen. 
MicroStyle's ISC Is available now on the 
Amiga. Atari ST and PC for C24.99. 



THINGS get a little heated in Fireball, 
released, appropriately enough, on the 
Firebird label. This bizarre future spon 
sees the players get their fingers burnt 
throwing around a fireball and scoring 
goals by singeing the noses of giant 
salamanders. Available now on Amiga and 
Atari ST. priced at E24.99 apiece 



INTERGALACTIC Development's UMS II Is 
the successor to the phenomenally 
successful Universal Military Simulator. 
UMS II can quite happily simulate 
conflicts in any era and on any scale from 
a single battlefield to the whole globe. It's 
available now from Ralnblrd on the Amiga 
and Atari ST for £29.99 and on the IBM PC 
and compatibles for £34.99. 



WHAT THE STARS ARE PLAYING 

GRAFT GOLD 

THE TEAM behind Paradroid 90 (see page 40). Ivan 
'Ironman' Stewart's (TM) Super Off Road Racer (TM) 

(see page 76) and Slmulcra (see page 48) has been 
devoting its leisure hours to both young and old games - 
although flavour of the month (or both Andrew Braybrook 
and Gary Foreman has to be Rainbow Arts' Turrlcan. 
"We love it, and we've both managed to finish it," Andrew 
confesses. "We've also been looking at it for some of the 
clever technical things that are going on inside - a 
full-screen at 50 frames isn't hall bad. " Gary's also been 
into the Shanghai variant Turn It, while Andrew is still 
bashing away on the classic Defender clone Datastorm 
and Ocean's F-29 Retallator. Jason Page's getting his 
kicks Irom Kick Off 2, while John Lilley's been getting 
nostalgic with some older titles, including Hard Drivin' 
Populous and Sim City. It seems that they just get better 
with age... 



WHAT THE STARS ARE PLAYMG 

THE ASSEMBLY LM 

IT S NOT all programming Vaxine (see page 71 ) over at 
The Assembly Line - though the team's tastes have 
become slightly more sophisticated recently, with not a 
single 1 6-bit game in this month's lave raves. Martin Day 
has been hooking and slicing his way through Golf on 
Fujitsu's FM Towns and causing havoc With the shoot 
em up Gunhed on the PC Engine. As for Adrian 
Stephens... he's been playing away on his very own Mr 
Do arcade^machine at home. John Dale recently 
returned from America with a bucketful of GameBoy 
cartridges, and his current faves are Revenge Of The 
Gator and Bugs Bunny. "Bugs is really great, " he says. 
"You have to go around these platforms collecting 
carrots." And that's all. folks! 





GEMINI WING 





available on... cassette for amstrad cpc # Sinclair spectrum, commodore 64/128 
at £1 2.99 - disk for commodore 64/128 at £14.99 - disk for amstrad cpc, atari st, 
commodore amiga at £24.99 

VIRGIN MA5TERTR0NIC • 16 PORTLAND ROAD • LONDON W11 4 LA • TELEPHONE 071 727 8070 
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"Not only a high quality game but also refreshingly different." 

ZERO 
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NOSIS STUFF 

Laurence Scotford took a ferry across the Mersey for a look at the 
shape of things to come from Psygnosis. 



DURING the course of its six year 
existence. Psygnosis has become to 
entertainment software what BMW is to 
automobiles - a consistent producer of 
slick products. The company 's wares have 
always been hallmarked by impressive 
visuals and soundtracks, with a heavy 
emphasis on futuristic SF and lantasy 
themes. 

Psygnosis is now consolidating its 
position by developing more diverse 
software (just take a look at some of the 
games previewed on these pages). At the 
same time it 's continuing research into the 
use of advanced technology and techni- 
ques. 

"We always start with a technical quest 
- achieving something new with 
graphics." says Managing Director Ian 
Helherington. "We have to satisfy 
ourselves that what we are trying to 
achieve is possible before we go ahead 
with a game . My worst moments are when I 
show inn- vat i ve techniques to the 
Japanese, and all they want to know is 
what is the plot? They don't understand 
our way of going about things." 

But what about CD technology? Is it 
really going to revolutionise games playing 
as much as some 
people would like 
10 think? Ian 
Hetheringlon 
Ihinks so. but adds 
that: "people pay 
lip service to CD 
technology. They 
say it is goi- to be 
revolutionary 
because that 's what they think they have to 
say, but fa reality they don I really 
understand why it's going to be revolu- 
tionary." 

Ian also has some (ears for the emerging 
CD industry. -"The 16-bit industry is now 
peaking and it is a mess. Distributors will 
buy anything - it's hard lo find any decent 
products on the shelves. There are 
probably 20 products in a year that provide 
90 per cent ol the retailers' turnover. 

"The console industry on the other hand 
is more orderly. There isquaiity control and 
a confidence factor - you know how much 
a particular product will sell. 

"This quality control and confidence has 
to be translaled to the CD market. If the CD 
market becomes too open it will be the kiss 
of death. This might sound like fear of 
competition, but I am not frightened of 
competition. There is no inherent quality in 
CD. 55,000 is all that is required to 
manufacture a CD product." 

Does he think that we have stretched 
existing technology as far as it willgo? "We 
are about half way up the technology curve 
with existing technology. As far as the 
Amiga is concerned there is still a lot that 
can be achieved with thai medium. 

"There Is a difficult relationship at 
present between the hardware manufac- 
turers and the software developers. If we 
are given a longer lead time before 
hardware is launched we could create 
initial product that is closer to the 
capabilities of the hardware. 



"Interactive 
video is a 
farce. It is 
ill-conceived 

and it 
doesn't work 
- it is 
seductive 
though." 

Managing 
Director Ian 
Helherington 




"People pay 
lip service to 
CD 

technology. 
They say it 
is going to 
be 

revolutionary 

because 
that's what 
they think 
they have to 
say, but in 
reality they 
don't really 
understand 

why it's 
going to be 
revolutionary.' 

Managing 
Director Ian 
Hethertngton. 



"With the CDTV tor instance, Com- 
modore expects some product to show off 
the machine when it becomes available, 
but there are only a couple of machines in 
this country. Considering that it takes 18 
months to produce a finished game with 
existing technology this expectation is 
unrealistic.'' 

Ian also foresees that CD might be 
misused during its formative years. 
Interactive video is one ol his particular 
concerns. "Interactive video is a farce. It is 
ill-conceived and it doesn't work - it is 
seductive though. Trying to interact with 
£400,000 worth of video on disc is a 
complete fiasco. We are looking for 
alternative uses of CD. You have to throw 
your existing thinking in the bin then go sit 
in ihe middle of a field and start again from 
scratch. Most developers will evolve into 
CD. They will move on from five Megabyte 
products to 10 Megabyte products with 
studio quality soundtracks, and that will be 
what characterises CD product for the next 
few years." 

Consoles are another area into which 
Psygnosis is expanding. Ian seems 
confident of the machines' continued role 
in the industry. "The future for console 
based technology 
is assured. 
Whereas CD 
machines are 
going to be family 
machines, con- 
soles are what the 
kids are going to 
have in Iheir bed- 
rooms. Psygnosis 
is currently working on four console 
formats. We don't believe that all these 
technologies are mutually exclusive." 

So, what can the general public expect 
to see Irom Psygnosis in the near future? 
"Our plans for the immediate future are to 
dominate the 1 6-bit original product 
market. But our continuing interest in this 
market depends on two factors. About 50 
per cent of the companies currently in the 
industry need logo bust to dear the way for 
quality product, and piracy must diminish. 
We are now over investing in an unrespon- 
sive market. If this does not happen we will 
concentrate exclusively on our console 
and CD developments. 

"The problem lies with the distributors, 
retailers, and magazines who continue to 
support bad product and overrate licensed 
product. I am not opposed to licensed 
products, only to the content of some of 
them." 



THIS IS WHERE IT'S All AT... 

FOLLOWING the extensive Psygnosis preview in Issue 
18, here's the state of play with most of the projects 
covered. 




FROM the tMm that brought you Shadow 
Of The Beast and Beast 2 (see Review on 
page 44) cornea Awesome, a allck mix of 
arcade action and strategic apace trading. 

with Impressive 30 and murtl-dlrectlonal 
acrolllng sections. To win you need quick 
reflexes and a sharp mind. Success 
means knowing whan to buy and aall. 
whan to move on. and whan to stay on a 
planet for another day. Awesome it 
released In October for the Amiga and 
comes complete with a free T- Shirt. 



<r - 





RESIDENTS of the Public Domain will 
remember Puggsy aa being the lovable 
cartoon creation of Dyoniala. The cute, 
mischievous little chap la soon to be 
Immortalised In a full-size Paygnoels 
game. This shot la from the Introductory 
sequence 



PUGGSY la an Interactive cartoon In 
which our hero gets up to all manner of 
pranka. Puggsy s due for release on the 
Amiga m February 1991. 




ANOTHER interactive cartoon, which. Ilka Puggay, la something of ■ departure for 
Psygnosls. Originally titled Dr Mallet And The Tribbles, It's set In a factory occupied by 
the Tribbles and the evil Dr Mallet (so called because he carries a huge Mallet with 
which he en|oys mashing Tribbles - nice chap). Your task. In what's now called 
Cutipoo, la to lead the beleaguered Irhie people to safety. THE TEAM behind Cutlpoo la 
DMA Design, also responsible for Menace and Blood Money. Cutlpoo's characterised by 
large characters and amusing Loony Toons style animation, wfth several sub-games to 
keep you busy. Look out tor It on the 3T and Amiga In November. 



O la an ov e rhe a d racing game, 
or In concept to Sopor Sprtnt, but with 
more bells and whistles. Driving off 
road Is permissible. If a IKBTrough on 
suspension. There's also a rather nifty 
t driving option In which your visibility 
Ited to the range of your headlights. 

AS ANT looking bunch, eh... These are 
three of the driver* featured In Nltro, 
h should be available on the ST and 
a In September. 





DMA DESIGN has another project In the 1 
pipeline for Psygnosis. Walker Is a parallax 1 

scrolling shoot 'em up In which you 
control a mechanical biped. A novel touch 1 




Is that by using a special control matrix 
the head can be moved through about 270 1 
degree* In any plane. Walker should be | 
ready on the Amiga next February, i 


— 

*aaw -B ^sJlaassassi B *^ 




CARTHAGE 

OCTOBER sees the I on a- awaited ST and 
Amiga ri l e*** of Carthage. Set at the 
height of the Roman Empire, you play a 
messenger taking vital document* 
between cities. But getting from A to B In 
those days sure wasn't easy. Plenty of 
chariot clashes are Involved In Carthage. 
A* you level wtth your opponent the 3D 
view switches overhead. Now It's time to 
run him oft the road by using your axle to 
break his spokes. Understandably he's 
trying to do eaactly the same to you, 




PSYGNOSIS aees Obitus as being a major 
contender for the Dungeon Master crown. 
In Obitus you hsve unwittingly been 
stranded In a land ruled by four lords. The 
only way you can return to your own time 
I* by recovering four piece* of a time 
machine, currently in the clutches of the 
lords. This side-on arcade-style section 
requires some sharp bowman ship. Obrtls' 
3D sections are Ha most Impressive and 
adventurous aspects. Move backwards, 
forwards, left or 'right and the scenery 
moves smoothly with you. Obitus I* 
r*l— a ad on the ST and Amiga In 
November and comes complete wtth ■ 
T-Shtrt. PC owner* can expect to see 
something at the beginning of next year. 
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FREE 



ALL PRICES INCLUDE POSTAGE AND PACKING 



FREE 



STATE OF THE ART 



POSTAGE 



Amiga A500 

Every Amiga sold includes: 
Workbench 1.3, Extra disk. 
Tutorial disk all with manuals. 
Full one Year warranty and 
mouse, tree TV Modulator 
with cables free game 

£340 inc. 

Claim FREE game 
when you buy an 
AMIGA/STE PACK. 

Amiga Packs 
Batman 

Batman the Movie New 
Zealand Story F18 Interceptor 
and Deluxe Paint II 

£355 inc. 

Flight of Fantasy 

FN Retaliator 
Rainbow Islands 
Deluxe Paint II 
Escape from the robot 
monsters 

£338 inc. 

STE POWER 
PACK 

23 Hems of software makes 
this pack the best! 

£347 inc. 

CUMANA cax354 

2nd Drives 

Enable/Disable Switch 
Through port. 

(Amiga) £75 inc. 
(Atari) £84inc. 

POWER COMPUTING 
2nd Drives 

Enable/Disable Switch 
Through port. 

(Amiga) £69 inc. 
(Atari) £77 inc. 

M.E.S. 

RAM Upgrade 

,5MB Expansion 
enable/disable switch 
plus £5 for clock 

(Amiga) £49 inc. 

FREE GAME OR 
MOUSE MAT. 

With every software 
order over £40 



Software 



POSTAGE 





AMIGA ATARI 


K 


INFESTATION 


1795 


1599 




5TH GEAR 


899 






INIERPHASI 


899 


1499 




688 ATTACK SIM 
Ml 


1699 
1099 


1699 


1799 


IRON IORD 

IT CAMI DESERT (lMICt 


1725 
15.99 


1699 




ACTION IIGHI1R 


1399 


14 99 




IIAIY 1990 


1599 


15.99 




ADIDAS CHAMP FOOTBAll 


1735 


16.99 




ITA1Y 1990 WINNERS 


1699 


1699 




ADIDAS IK MM 


I7JS 


1699 




(VANHOf 


1775 


1599 




AIRBORNE RANGER 


1499 






IACK NIC KLAUS 


1775 


1699 


1775 


AlTfRED HAS! 


1199 


1299 




IACK NKttAUS COURSES 


1099 


999 


1099 


ANIHEADS IDAIA DISK) 


l?99 






IliMPWG IACK SON 


1699 


1699 




AQUANAUI 

AM11 MACK HAMMER 


1099 
999 


999 




KIEF THE MEF 

KHALAAN , 


1699 
1699 


1699 
1699 


1735 


8AAI 


999 






OCX Off 


1199 


IT99 




BACK IO THE RMN 7 


1499 


1699 




KICK Off EXTRA THAI 


8.75 


799 




SAD COMPANY 


I49S 


1399 




KXK OIF J (WOR1D CUP 901 


1395 


1395 




IAIANC1 Of POWER 1990 


1795 


16.99 


1799 


"JOGtOVFS 


1099 


1199 




BARBARIAN ) (PSYCHOSIS) 


1699 


1699 




KIIIING GAME SHOW 


1699 


1699 




BAIOSIAll 


899 


899 


899 


KINGS QUEST TV 


7199 


7199 


24.99 


BARDS IA11 7 


1699 


1699 


1799 


KINGS QUISI TBP1E PACK 


7699 


7699 


7699 


BATMAN IHI MOV* 


1699 


1699 


1699 


K1A1 


1599 


1399 


17 25 


BATTlfMASKR 
BAITU VAlllY 


1699 
599 


1699 




KNIGHT FORCE 

KNIGHTS Of CRYSTAUION 


17» 
7199 


I77S 
71 99 




BIACHVOUft 


1199 


1199 




kivsiai 


1399 


1499 




WIT TH[ «J0 


1699 


1699 




KUI 


1699 


1499 




BLACK Kit 


17 71 


1399 




LASER SQUAD 


1199 


1199 




BLADE WARJOOR 


1699 


1699 




1 AST MNJA 7 


I7J5 


1699 


1999 


BIAS If 'CDS 


499 


8.99 


1699 


1EGEND OF FAIRGHAII 


1724 


1699 


1799 


BIOOOMONM 


1199 


1499 


1699 


lEISURf SUIT LARRY 7 


2099 


71 99 




BIOOOWTCH 


1099 


11 99 




I1ISUR1SUIT IARRY 3 


2399 


7799 


22.99 


SIOODWYCH DATA Dec 


799 


•99 




Uff AND DEATH 


1999 


1999 




BLUE ANGELS 


1699 


1699 


7399 


IIOHT FORCE 


1699 


1699 




BOMBER 

SOMBER (DAI A DtSfl 


2099 
1399 


71.99 
1399 


IORDS Of RISING SUN 
LOST DUTCHMANS MINI 


1495 
1799 






BROCK 2 

•SS lATNt SEYMOUR 

BUDOKAN 

CAPIAT HOOD 


1799 
1699 
1735 
499 


1699 
1699 


1799 


lOSI PAIRCX 
MAGNUM 4 
MANCHESTER UNITED 
MANHUNT H NIWYORX 


1799 
1999 
1735 
2199 


14 99 

1799 
1699 
7199 


1699 
1999 


CARTOON CAPERS 
CASHfMAStIR 


1599 
1699 


1599 
1699 




MANHUNT! R SAN FRANCISCO 
MATRK MARAUDERS 


2299 
1699 


77.99 
1699 


7799 
1799 


CHAMPIONS Of UTNN 
CHAOS STRIKES BACK 


1799 
1750 


1699 
1699 


7199 


MKROPROSI WCUP SOCCER 7 

MIDNIGHT RESISTANCE 


1699 
1799 


1599 
1799 




CHASIHQ 


1699 


14 99 




MIDWINTER 


1799 


17.99 


2399 


chronoquisi 
CHROnOQUESI 1 


11.99 
1799 


1799 


71.99 


MIGHT AND MAGIC 7 


71 99 


1399 




MIILENIUM 27 


II 99 




CI ODD KINGDOMS 


1199 


1699 


1799 


NEUROMANCER 


1775 


1799 




COl OR* DO 


1750 


1699 


19.99 


NV41ASFWI 


1695 


1599 




COMIO RACER 


1699 


IS99 




NKIA WARRIORS 


1699 


1699 




CONQUCROt 


1699 


1699 


1699 


uno 


1699 


16.99 




CONTINf NTA1 CIRCUIT 


1395 


1395 




NORTH AND SOUTH 


1735 


1699 




CORPORA DON 


1699 


1699 




NUCLEAR WAR 


1799 






CRACKDOWN 
CRAZY CARS ? 
CYMRIAU 


16 99 


1499 


17.99 
17.50 


OPERATION IHIJM4RBOIT 


1775 


14.99 




16.99 
1449 


1599 
1599 


H? THUNDf RBCHT 
PARADROID90 


1734 
1699 


1699 
16 99 


1799 


DAMOCIES 


17.75 


1699 




PGA TOUR 0O(F 


1999 






OANOARE 3 


14 75 


14 99 


17J5 


PIPtMANIA 


1695 


14 99 


1699 


DfllNDHSOf IHI IARIM 


t I.TT 


1 ? 09 

•/ TT 




PIRATES 


1650 


1599 


1750 


r*ii j*j (i~tf"f f 


17.99 








70*9 


iOrr 




DRAGONS BUATH 

MA&ONS IAIR II MU 

DRAGONS Of IIAMI 


1899 
7899 

17.95 


1899 




POCXS Of RADIANCE 

POWIRDRII1 

PROJECTTIE 


17.99 
1099 

17.50 


11.99 
1699 


1699 


1699 


1999 


IXINGIONMASIIR MMR4 


1699 


1699 


7799 


U Nil V* ISI AN[~1\ 


1699 


1499 




DYNASD WARS 


1699 


1499 




RIACH FOR THE SIARS 


1699 






(■MOTION 


1699 


1499 


1699 


RED STORM BSING 


1699 


1699 




(SCAPF robot monstirs 

(SCAPf SINGES CASTIE 


1499 
7899 


1499 


1799 


RESCXUnON 101 • 
RISK 


1699 
14.75 


1699 
1399 


1799 
1734 


F16 COMBAT PtOI 


17.75 


1699 


1775 


Rosocop 


17.50 


■699 


1699 


'19 STEALTH USHIER 


1899 


1899 


78.99 


ROCKET RANGER 


1395 


1699 




f 79 RETA11AIOR 


1775 


1699 




ROGER RABBIT 


899 






IA1CON 


1999 


1799 


7399 


■ ■*< ! I Mil 1 


1699 


16.99 




fAlCON MISSION DISK 


1499 


1399 




401 


1699 


1699 




» AlCON MISSION DISK 2 


1599 


1599 




RVf HONDA 


1699 


1599 




FAlCON PIUS MISSION DISK 


7999 


7999 




7 GATES CM lAMBAtA 


899 


1299 




FIRtARI FORMULA ONE 


1699 


1699 


17.J5 


SHADOW Of IHI (EAST 


17.99 


71 99 




F*f AND BR1MSIONC 


1735 


1699 




SHADOW Of THE HAS! 7 


21.99 






RIGHT Of THE INTRUDER 


1699 


1699 




SHADOW WARRIORS 


17.50 


1699 




HiURO-S QUfSI 


1699 






SHOOT EM UP CON KIT 


1799 


1499 




HOOD 


1750 


1699 




SIM CITY 


1999 


1999 


1999 


FUTURE WARS 
GHOSIBUSTIRS 7 


1750 
1699 


1699 
1699 


1999 


SIM OTY IDT TOR 

sua 


1199 
16 99 


1499 




GHOSTS AND COWINS 


16 99 


1699 


1735 


SIT SPY 


16 99 


1699 




GOBIINS AND GHOUS 


1699 


1699 




SNOWSTTOKE 


1699 


1699 




GCHD Of IW AMtBCAS 


17.99 


1699 


17.99 


SPACE ACE 


2895 


1999 




GRAF* NAnONAl 


1699 


1699 




SPACE ROGUE 


2099 


2099 




GRAVirt 


1775 


1699 




SPACE QUEST 3 


24.99 


2499 


JS99 


GUNSHIP 


1699 


1599 


77.99 


SPflOIAU 


1399 


1399 


14 99 


HAMMfRHSI 


1699 


1699 


1699 


SPEID8AU 7 


1735 


1699 




HARD DRWN 


11.95 


1799 


STAR TREK V 


2199 


1999 




HARIfT DAWOSON 


1750 


1699 


1799 


STEEL 


799 






HEAVY M1IAI 


1699 


1499 




STRIDE R 


1699 


1599 


1775 


HEROES 

HE ROT QUEST 


1699 
7799 


1699 
1999 


7999 


STUNT CAR RACER 
SUB8UTEO 


17 25 
1499 


1599 
1499 


1775 


KUSIAR 


1699 


1699 




SUPER CARS 


1599 


1499 




HOTROD 
IClMAN 

IMPfRUM 


1750 
77.99 
1750 


1699 
71.99 
1699 


79.99 


SUPRIMACT 
SWITCHBLADE 
SWDROS Of IWRJGHT 


1999 
1499 
1750 


1999 
1499 
1699 






INDY JONES ACTION 
INDY JONES ADV1NTUB 


1399 
1699 


999 
1699 


1999 
1999 


TEST DRIV1 7 
TD7SUPWCARS 


1735 
1099 


1699 
1099 


17 99 
1099 



Ring Now! Save Now!!! 
(0742) 758 lOO 

PHONELINE & FAX LINE (0742) 757501 



TD7 MUSCIECARS 


1099 


1099 1099 


TD7 CAIIFORNIA 


1099 


1099 1099 


THE COLONELS BEQUEST 


7299 


7199 79 99 


THE CYCLES 


1756 


1799 


THE KEEP 


1699 


1699 


TW PLAGUE 


1699 


1699 


THRU (INIST HOUR 


1999 


19 99 1999 


IHIMI PARK MYSTERY 


1775 


1699 1999 


IHUNOERSTRIKE 


1699 


1599 


l • A. : 


II 99 


1199 1699 


IOTA1 ttCAll 


1699 


1699 


TOWER OF RAMI 


899 


1399 1699 


TRIAD VCH 7 


1399 


1599 


TIWD VCX 3 


1999 


1999 


TURBO OUTRUN 


1699 


1499 


lUnJi^RVi 


1/35 


16" 


TUSKIR 


1699 


1699 


TV SPORTS IASEBAII 


1999 




TV SPORTS RASKfTBAU 


1999 




TV SPORTS FOOIIAU 


1799 


1699 1999 


U1T1MAV 


1999 


1999 1999 


UMS 4 


1699 


1699 


UNRIAl 


1699 


1699 


UNIOUCHAUIS 


1699 


1499 


VENUS FtY TRAP 


1699 


1699 


VINDICATORS 


699 




WARHEAD 


1699 


1699 


MHD DREAMS 


999 


999 1699 


WINGS 


1999 


1799 1999 


WIPfOUT 


1599 


1599 1699 


WORI0 CUP SOCCER ITAUA 
90 


1699 


1699 1735 


' OUT 


IS99 


1599 


•ENOmORPM 


1750 


1699 1799 


IENOPHOH 


799 




XENON 7 


11.99 


1399 1699 


XYBOTS 


999 




ZAI MiKRACKEN 


1699 


1699 




1699 


1699 1799 


JOYSTICKS & OTHER BITS 


1 03.5'UimV4OEDKOACXSKS 


520 


MOUSE MAIS |BlUt/THOCJ 




*50 


OUST COVER (AMIGA) 




450 


CPUISER BLACK 




9.99 


MUlIICOlCiUWDCtUISfR 




10.99 


. .mi r [i 




7.99 


OUO^tOTITUSBONEWi 


9.50 


QUKXlOT III SUPf fCHAPGE R 


11.99 


CXWXtOYItTHGHTlt 




1395 


OUOJOY SUPf RBOAB D 




15.99 


COMfliniON PROEXTRA-ClfAR 


1295 


WIUIPSCMfl833CaOU«MOP4frOB 253.00 


OTIZUNI200. 




12800 


SIARICIOPRWIfR 




159 99 


STMLCIOCaCX* WINTER 


201.00 



STATE OF THE ART HAS 
SOMEONE TO ANSWER 
YOUR CALL FROM 9AM TO 
10PM, RING NOW FOR THE 
BEST SERVICE AROUND. 

FREE AMIGA CLUB 

YOU BECAME A MEMBER JUST 
BY BUYING FROM US, WE 
HAVE SPECIAL OFFERS ON 
NOW THAT COULD SAVE 
YOU MONEY. 

UNRELEASED TITLES WILL 
BE SENT WITHIN 24HRS 
OF RELEASE DATE. 

ACCESS OR VISA CARDS 
ARE ACCEPTED. 

TO ORDER SEND POSTAL 
ORDERR OR CHEQUE TO: 

FREEPOST 

STATE OF THE ART 

39 HEREFORD ST 

SHEFFIELD 

SI 4PP 




GREMLINS: back to create more havoc and hilarity. 



GREMLINS TOO 

ELITE recently acquired Us first film licence in the 
shape of Gremlins 2. 

Joe Dante's pesky little critters, currently enjoying their second 
appearance on [he big screen, will be let loose on your small 
screen sometime this Autumn. Little is known about what torm 
their binary romp will take, but the prices are certain: £1 9.99 on 
the ST and Amiga, and £24.99 on the PC. 



WHAT THE STARS ARE PLAYING 

VIVIO WAGE DESIGN 

IT'S A SAD and sorry state of affairs on the games 
playing front over at VID at the moment. Time Machine 
(see page 52) programmer Jason Perkins is the only 
person to have clocked up any decent playing hours 
recently. "I've been playing all of my favourite old 64 
games." he reveals. "Choplifter and Drelbs mainly. 
I've also been playing a lot of GameBoy - Tetris and 
Pinball in particular." Unfortunately there's not so 
much going on for the other team members. John 
Twiddy has been busy coding for the new Commodore 
Console and hasn 't had time for any fun. and as for Mev 
Dine - no-one seems to have the faintest clue what 
he's been doing. 



NOW thai Interna- 
tional 3D Tennis is 

well out ol the way. 
you may well wonder 
what Sensible Soft- 
ware is up to. Well, 
rumour has it thai the 
boys ate considering 
producing a sequel to 
Wizball - however 
Both Ocean and Sen- 
sible refused lo con- 
firm or deny such a 
veniure. We should 
have firmer details in 
time for the next 



FOUR-SPED 



DRIVING enthusiasts will welcome the 
appearance of Domark s Wheels Of 
Fire, a compilation of four of the best 
racers. Featured are Domark's 
conversion of Atari Games' Hard 
Drivin', Ocean's conversion of Taito's 
Chase HQ, US Gold's conversion of 
Sega's Turbo OutRun. and Activision's 
conversion ot Sega's Power Drift. 
Wheels Of Fire will be steering the way 
of the Amiga and ST in Mid-October for 
£29.99 



THE ONE 



SEPTEMBER 1990 



ara news 

MAGNETIC FIELDS, 
ihe team behind the 
excellent Super 
Sprint-inspired racer 
Super Cart and cur- 
rently putting the 
finishing touches to 
Lotus Esprit Turbo 
Challenge for Grern- 
see Feature on 
page 36), is soon lo 
begin work on Super 
Cars II. Few deia.ls 
are available al pre- 
sent, though' a 
spokesman enthused 
that: -it'll include 
everything we wanted 
lo put into the first one 
butcouWn't.-Andihat 
may even mean two- 
player head-to-head 
'aces... 



IT'S THE REAL THING! 



FOLLOWING in the 
footsteps of program- 
mer Dominic Robin- 
son, artist and 
designer John Cum- 
ming has left Graft- 
gold to join Vektor 
Grafix. John was res- 
ponsible m varying 
degrees tor graphic 
work on Zynaps. 
Rainbow Islands. 
Simulcra (see page 
48)andlronmanfsee 
page 76). 



EVER wondered 
whai happened to 
Archer Maclean's 3D 
Snooker, first 
revealed in Issue 
Ten? Well, it's turned 
up as Stephen Hen- 
dry's World Cham- 
pionship Snooker 
from Activision. 
Expect to see 
Stephen and "his" 
snooker at the 
forthcoming CES this 
September. 

WHJN 

EXILE is the name of 
Jeremy Smith's latest 
opus (former BSC or 
Commodore 64 
owners may 
remember that it was 
mis man who gave us 
Thrust, the classic 
■tribute' to Gravltar). 
The BSC version of 
ExHe has been out for 
a while on the 
Superior label, but 
work has only just 
begun on the 16-bit 
conversions. Co- 
written by Peter Irving 
of Starshfp Com- 
mand lame, Exile is 
an arcade adventure 
in the truest sense, 
featuring a sizeable 
map to explore and 
hundreds of puzzles 
to solve A January 
release dale is likely 
for the Amiga and ST 
versions - no PC 
version is planned at 
present. 



ALMOST ALL software publishers 
promise arcade-style' graphics, 
'near arcade perfect' conversions 
and even fully-blown 'arcade 
quality', all on 3.5 inch disk. 
But for those ol you who slill thirst for 
genuine coin-op fhrills. Active Consoles is 
offering nothing less lhan real arcade 
hardware for your bedroom at a fraction ol 
Ihe cost ot the real 
thing. 

The Putney- 
based hardware 
specialist has 
chosen the 
forthcoming Euro- 
pean Computer 
Entertainment 
Show lor the 
unveiling of its 
latest brainchild: a 
full-sized arcade 
machine, retailing 
for less than £300 
(excluding moni- 
tor, but including 
delivery to your 
door). 

Although it 
doesn't even have 
a name as yet - 
Powarcade is the 
front-runner at the 
time ol going to 
press, but this 
could easily 
change before the 

machine is officially launched - a 
prototype is already up and running, and 
the first finished models should be 
complete in time for the show. 

This is not the first home cabinet to reach 
the market, but where previous efforts 
have been souped-up consoles or glorified 
computer furniture, this is a genuine game 
cabinet, manufactured by arcade giants 
Silverline and including a double joystick 
and triple button configuration which is 
identical to those used in the company's 
standard coin-ops. 

In fact, the only major difference 
between this and any game on view in your 
local arcade is the absence of a coin slot. 
This has been renlar.Rd hu a rrtxiii hntttn 




which allows you lo exercise the continue 
play option without the Irouser-twisting 
hassle of finding one last piece of loose 
change. 

As stated, the cabinet doesn't include a 
monitor, but allowances have been made 
for using either your existing RGB monitor 
or just about any size ol portable TV (the 
monitor shelf is adjustable for three 
positions). 

It's not been 
decided, which 
game will be 
with the 
but like 



included 
cabinet, 

most of its coin- 
guzzling relations 
Active's cabinet 
will be capable of 
running just about 
every most arcade 
title, past and pre- 
sent. 

An initial range of 
at least 10 titles will 
be available on 
printed circuit 
boards (PCBs) 
which are simply 
inserted into the 
cabinet's Jamma 
slot. Price will 
depend on the 
popularity and age 
of the game in 
question, but some 
of the titles which 
will be initially 
available al around £50 are Kung-Fu 
Master. Rygar, 1943, Super Dodgeball 
and Ghosts 'n' Goblins 

Although Ihe cabinet is basically 
designed to suit left to right scrolling shoot 
"em ups and beat 'em ups, other game 
types can be accommodated. Active is 
hoping to have a foot pedal add-on for use 
with driving games on display with the first 
machines, while top to bottom scrollers 
can be fitted in by the simple device of 
turning the monitor or TV on its side I 

The Powarcade (or whatever) will be 
available from your local independent 
software shop from the middle of 
September. For further information, con- 
tact Active Consoles on (071 ) 384 2701 
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WHAT'S 
THE 
ONE TEAM 

APART from Kick 
Off 2. interest in 
which has 
reached fever 
pilch (ouch)... 

KATI HAMZA 

Welltns 

GORDON 
HOUGHTON 

PGA Tour Goll 

BRIAN NESBITT 

The Killing Game 
Show 
Venus 

GARY PENN 

Ivan Ironman' 
Stewart s Super 
Off-Road Racer 
Paradrotd 90. 
Welltris 

LAURENCE 
SCOTFORD 

Simulcra 
Vaxme 



GARY WHITTA 

Operation Stealth 
Paradroid 90 
Vaxine 

SHUi 
TALKHtS 

ESSENTIAL 
software ol the 
last three months, 
compiled courtesy 
ol The One 
team... 

Corporation 

Core Design 

Damocles 

Novagen 

F-19 Stealth 
Fighter 

MicroProse 

Flight Of The 
Intruder 

Spectrum 
HoloByte And 
Mirrorsoft 

Flood 

Electronic Arts 

Kick Off 2 

Anco 

Oops Up 

Demonware 

PGA Tour Goll 

Electronic Arts 

Plotting 

Ocean 

Turrican 

Rainbow Arts 
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TAKING A 



BACK in Issue Eleven we had a 
chat with artist Dave Gibbons. 
Over a year later, two of his (then) 
forthcoming are complete - and 
they were certainly worth the wait. 
Give Me Liberty : An American Dream is 
the tale ol the downside ol American lite in 
the near future. Martha Washington is the 
luture ol America's Black population — a 
child ol the computer age, destitute, 
unwanted, and determined to survive. 
Volume One: Homes & Gardens is written 
by Frank Miller, drawn by Dave Gibbons, 
and is an essential acquisition lor any 
sell-respecting bookshelf. 

The other graphic novel is World's 
Finest 1 leaturing the decidedly dynamic 
duo ol Superman and Batman. This time 
Steve Rude and Karl Kesel are responsi- 
ble lor the artistic interpretation of Dave 
Gibbons' storyline. 

If you fancy having these tremendous 
tomes gracing your bookshelf then just 
check out the queslion below and send 
your answer on a postcard to TAKING 
LIBERTIES. The One, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU (to 
arrive here no later than the 28th ol 
September). Don't forget to include your 
name and address. 

THEQUE8TKM 

Who Is the central character In Give 
Me Liberty? 

The first five correct entries out of the 
editorial hat each win a copy of Give Me 
Liberty (signed by Dave Gibbons) plus a 
copy of World s Finest 1 (signed by Dave 
Gibbons and his son Daniel Gibbons, who 
contributed some of the artwork). 




FAMOUS FIVE GO CHEAP 



GREAT news for fans of text 
adventures is the announcement 
of Virgin Mastertronlc s agree- 
ment with Actlvision to relaunch 
Infocom games at budget prices. 
Five games are involved in the deal: Zork 
I. Leather Goddesses Of Phobos. The 
Hitchhikers Guide To The Galaxy. 
Planetfall, and Wishbringer All were 
previously released at £34.99. but will be 
republished at £7.99 on the Amiga and ST. 



and £9.99 for the PC (with both 3.5" and 
S.25" disks, each with a file containing 
clues). These classics will be officially 
relaunched at Computer Entertainment 
Show in September. 

Before its unfortunate demise. 
American software developer Infocom 
gained itself a reputation for challenging 
text games. Last year the company 
diversified with titles like Battletech, 
based on the popular role- playing game of 
the same name. 
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JUST three Infocom wa 
and The Hitchiker's 




ready for re-release al a bargain price: Zork I. Planetfall. 
To The Galaxy. 



SHORT N' 
SWffT 

ARC DEVELOP- 
MENTS' conversions 
ol Irem's Dragon 
Breed (see Arcades 
m Issue T we've) tor 
Activision are nearing 
completion And very 
simtlar to the corn -op 
ordinal they look, 
too... 

ACTIVISION'S yet to 
announce conversion 
teams for its two 
recently acquired 
coin-op licences: 
SNK's Beastbusters 
and Irem's R-Type II 
(both lealured in 
Arcades in Issue 17). 

EXODUS. Drittlands 

(bolh revealed In 
Issue 14). and the 
vector graphic racer 
Total Vision Grand 
Prix won't be appear- 
ing through Activision 
after all In tact it looks 
like Ihey won't be 
appearing full stop. 

ALTERED BEAST 

programmer Jell 
Gamon's latest con- 
version is almost 
complete. The Amiga 
and ST incarnations 
ol Atomic HobuKid 
leatures music by 
Martin Walker, ardent 
Rupert The Bear fan 
and programmer ol 
the Commodore 64 
classic Hunter's 
Moon Incidentally, 
apparently the arcade 
version was never 
properly completed 
before the machine 
was released - 
there's a completion 
sequence and extra 
levels that were never 
actually used! 

PAUL SHIRLEY'S 
Spindizzy II (see 
Work In Progress in 
Issue 20) should be 
ready in time lor 
November. 

GLYN Warhead 
WMIiamsaDdogfigh- 
ter Fokker (see 
Warhead review in 
Issue 18) win be 
finished in January, 
but not released 
before Easter 

MILLENNIUM 2.2 

designer- 
programmers Ian Bird 
and Jay Roideman 
are currently putting 
the finishing touches 
to the sequel. 
Deuteros More 
details next month 

SYSTEM 3'S long- 
awaited Tusker (see 
Work In Progress in 
Issue 1 5) is now out 
on Amiga and ST for 
E24.99. You can 
expect to see Myth 
(also WIPed' in Issue 
15) m October and 
Vendetta a little ear- 
lier in September 



ROGUE PROGRAM 

FOLLOWING closely in the foots- 
teps ol Judge Oredd comes 
another 2000AD star on 16-bft - 
Rogue Trooper. 

Manchester United producer Knsalis 
has snapped up the character licence and 
is currently beavering away in Rotherham 
to give the genetically-engineered future 
trooper a brand new digital existence. 

As the last of his kind, Rogue Trooper 
sets out to find the men who killed his 
brethren and then to avenge them. Further 
details should be available soon. 




ROGUE TROOPER: soon to make his 
16-bit debut and currently enjoying a new 
lease ot lite in the pages of 2000 AD 
thanks to Trooper artist-turned-writer 
Dave Gibbons. 



SNAP HAPPY 



WITH Teenage Mutant Ninja 
Turtle power rising in magnitude 
with every passing day, it seems 
that aficionados of the characters 
are going to extreme lengths to 
acquire associated wares. 
London Zoo, in its magazine Llfewatch. 
has warned fans of The Teenage Mutant 
Ninja Turtles that turtles do not make good 
pets. They require proper aquaria for a 
comfortable existence, and tiny baby 
turtles can soon grow into unmanageably 
large adults. 

Unlike the comic book. film, and 
computer game heroes, real turtles also 
have a habit of snapping at unwary fingers 
(criminal or otherwise). You have been 
warned... 



IF YOU read the Future Sports feature (n 
the previous issue you may have found 
the transition from page 27 to 28 a little 
contusing. That's because a line 
dropped off. So, to make amends, here 
It Is, ready to cut out and stick in the 
offending hote, so to speak. 

films, games and comics has been less 



AN APOLOGY 



THE FIGHTING TALK feature in Issue 22 
contained photographs from the book The 
Complete Martial Arts by Paul Cromp- 
ton, created and produced by Roxby 
Productions Ltd and published by Part- 
ridge Press, a division of Transworld 
Publishers Ltd. We wish to acknowledge 
the use of these photographs from this 
excellent book (ISBN 1-85225-087-9) 
which was published In 1989 and is 
available Irom all leading bookshops. 




INTRODUCING 




THE WORLD'S NUTTIEST SMALL SCREEN HERO 
IN HIS FIRST ARCADE ACTION CLASSIC 

When the Professor Is Instructed to dose down his five Laboratory^ by The Lord Mayor or face being taken to the 
local Lunatic Asylum by Docter tleadbender, you can see he needs your help. You must guide the Professor through 
over 100 screens avoiding Mutant Monsters and solving strange puzzles In your quest to save his sanity. 



Close down the chemical research, space rocket 
development, computer science and biological 
observation which will lead you to the end level, 
the mystery Laboratory. 

Use the tool vending machine to buy more powerful 
weapons with the coins you collect 



• Avoid walking floppy disks, caterpillar micro chips, 
spinning laboratory flasks, molecular sculptures, 
walking Joysticks too many to llsL 

• By Shaun ttolllngworth creator of many hit titles 
Including 'Pac-manla'. 



Krisalis Software, Teque House, Masons Yard, Downs Row. Moorgate, Rotherham S60 2HD. 
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COMPETITION 



ARTISTIC ENDEAVOURS 




WIN! 



THIS UNIQUE FANTASY ARTWORK 

Courtesy Of Mirrorsoft And The One 



CHRIS ACHILLEOS has been responsi- 
ble lor some ol the linest SF and fanlasy 
illustrations to emerge during the past two 
decades. As we saw in The One On One 
interview in the previous issue, one of 
Chris' latest ventures has been the artwork 
tor three Mirrorsoft releases, namely the 
innovative two-player 'adventure' Blood- 
wych. and the forthcoming Battlemaster 
and Riders Ot Rohan 

Battlemaster is the latest from 
renowned wargame developer PSS. 
Playing the part of an Orcish, Dwarven, 
'Elven, or Human commander you lead 
your troops Into battle across a huge 



THE 

snuujmn 



The Editor s 
decision Is final, 
and no 
correspondence 
will be entered 
into. Employees ot 
EMAP Images, 
Mirrorsoft and any 
subsidiary 
companies are not 
eligible fo' entry. 



war-torn land. 

Riders Of Rohan on the other hand is 
based on J R R Tolkien's cult fantasy 
trilogy Lord Of The Rings. This also 
promises to be a Role Playing event not to 
be missed. 

To celebrate the release of this 
Achilleos-coated' pair, Mirrorsoft's keen 
to give away a very special package - a 
copy of Battlemaster, a framed poster of 
the Battlemaster artwork (signed by Chris 
Achilleos), and a signed copy of Chris 
Achilteos' latest book. Plusl The original 
working drawings for Bloodwych (ST 
Winner) or the original working drawings 



for Riders Ot Rohan (Amiga Winner) . Now 
that can't be 'bad. There are also 20 
runner-up prizes of a copy of Battlemaster. 

All you have to do to stand a chance ol 
winning this unique first prize is this: 
correctly answer the following three 
questions then send your completed entry 
to: ARTISTIC ENDEAVOURS, The One. 
Priory Court. 30-32 Farnngdon Lane. 
London EC 1R3AU - to arrive no later than 
the 28th of September 1990. First correct 
entry out of the bag after the closing date 
wins its sender the aforementioned 
package. The next 20 correct answers 
drawn win a copy of Battlemaster. 




1 ) What innovative feature makes 
Bloodwych such a special 
'adventure'? 

2) How many different races of 
commander feature in 
Battlemaster? 

3) Which author's work was the 
inspiration for Riders Of Rohan? 
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Perrier isn't the only effervescent 
water to come from France. There's 
an expanding Ocean across the 
Channel, and it's flowing our way. 
Brian Nesbitt took the plunge. 

FRENCH BRED 



OCEAN France made its first splash 
towards the end of 1988 with (Is 
conversions ol Operation Wolf. The 
company went on to produce the 
conversions of Data East's Dragon Nlnja. 
the volleyball simulation Beach Volley, 
the Amiga conversion ot Jaleco's Cabal, 
the hack 'n' slash hijinx of Ivanhoe, and 
more recently the conversions of Taito's 
puzzler Plotting (see Review in Issue 23 
and, of course, the cover disk). And there's 
plenty more lo come, including conver- 
sions ol lesser known coin-operaled 
wares such as Pang and Tokl 

The French 'pool' was formed in July ol 
1 988 by lormer professor, Marc Djan. The 
ardenl games player was also responsible 
for the launch of Generation 4 magazine 
(for Alan ST and Amiga) a year earlier, 
and, slill teaching, he went on lo form 
software publisher Salory in December 
1987 (Satory. you may remember, was 
responsible for the 'football simulation' 
Hotball - reviewed in Issue Four - it was 
also involved wilh Ihe conversions ol 
Operation Wolf and Guerilla War... which 
never made it). In July 1988 Marc had Ihe 
chance ol setting up Delphine Software or 
the French arm of Ocean. Wilh the work on 
Operation Wolf in hand. Marc chose the 
latter. And Ihe rest, as they cliche, is 
history. 

Marc's still an avid games player - to 
the extent thai Ihe learn now only converts 
games it enjoys playing. Marc informs 
Ocean head honcho David Ward thai (he 
learn is interested and il the licence is 
available, it's acquired and the conver- 
sions are produced. Marc's also a big fan 
of SNK's Neo Geo console bul he doesn't 
see Ocean France committing itself: "II 
lakes too many people, too long (o produce 
games for thai." 

Marc's ultimale objective would be lo 
use all ol the team's knowledge and skills 
acquired during process ol conversion lo 
produce the company's own coin- 
operaled arcade games and obviously 
conversions. 

HANKY PANG KY 

MITCHELL'S Pang currently enjoys cull 
status worldwide, probably because it's 
one of those simplistic bul immensely 
addictive games - a sort of cross between 
BreakOut and Asteroids And if this all 
sounds familiar that's probably because 
you read the review ol Demonware's 
Oops Up (which bears some similarity lo 
Pang) in the previous issue. 

Ocean France's 16-bit conversions of 
Pang are in Ihe capable hands of ST 
programmer Alain Boisrame (whose 
debul was the ST version of Plotting). 
Amiga programmer Pierre Adane (who 
started writing a 'tribute' lo Psygnosis' 
Shadow Of The Beast bul slopped in 
favour of Pang, which marks his debul), 
artist Thierry Levaslre (who's 
achievements include Cabal, ihe back- 
grounds lor Ivanhoe. and some work on 



Plotting), and Pierre Eric Loriaux - 
musician, occasional graphic artist and 
Amiga programmer. 

Multi-talented Loriaux started at Ocean 
France as a graphic artist, working on 
Cabal and Beach Volley. However his 
musical bent shone through and he was 
soon producing sounds and tunes lor 
Ivanhoe, Cabal and Plotting (Ihe Amiga 
version of which he programmed). "His 
father was Number One on the flute in 
France. His mother is a music teacher. All 
his lile he has music," Marc explains. 

Loriaux recently finished work on Ihe 
Pang music (17 different lunes) and its 
handful ol spot effects. He makes a tape of 
Ihe original's music and listens to it before 
reconstructing them on Soundtracker 

" Wedon't havea lot of room for sound so 
we use only eight different sounds - 
different instruments - for the music." 
Djan reveals. "We use three voices for the 
music and the olher for sound. It takes time 
to find the good instruments and about 
three weeks lo make the music. He had 
about 25K for all the sound. The sound 
effects are nol digitised. We make our own 
sounds lhat are similar. Each sound takes 
aboul 100 bytes." 

He continues: "We think the future of the 
sound on Ihe Amiga is nol sampling. II you 
want to make big games on the Amiga with 
a lot ol things you need lo use less memory 
for sound. That s why in Pang you will hear 
no sampled sound but all sound from Ihe 
Amiga. For Toki Ihe music will be done the 
same. We try lo make sound on a 
synthesiser instead." 

BothSTandAmigaconversionsof Pang 
will be complete by the time you read this. 
Ocean has yet to sei a release date. 



. 0 



SOME stages feature underwater sections. As testimony to Ocean France's deslro to 
Improve on the coin-op's graphics, these sections feature (on the Amiga) parallax 
scrolling backgrounds not seen In the original Toki. Creatures encountered here 
include sharks and ink-squirting squids. 
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EVEN though the arcade original's 
graphics are to hand, Philippe and Lionel 
Dessoly sketch out all the sprites and 
backdrops for Tokl. This makes life easier 
when it comes to placing characters in 
the correct places on each level and also 
show the route for .when it comes to 
sticking the screens together. 
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ARMED Initially with a simple 'harpoon', the idea is to completely destroy Ihe 
bouncing balloons. Shooting the bigger balloons splits them Into smaller pieces - a la 
Asteroids. Useful equipment is occasionally released by burst balloons and Includes 
dynamite (which splits every balloon into its smallest possible size), a shield which 
protects you for a tew hits, extra time, and alternative weapons such as a double 
harpoon, shotgun and a sticky harpoon. Added spice is provided on later levels by the 
addition of platform and ladder arrangements. 



MONKEY BUSINESS 

An evil wizard has stolen your girt. Getting 
her back won't be easy, as there are six, 
multi-directional scrolling stages to 
negotiate. Each stage is a maze' of 
platforms and 1 ladders' and is occupied by 
a hosl of weird creatures. Worse still, in a 
parting gesture the wizard turned you mlo 
a monkey. At least your jumping and 
climbing abilities are improved, along wilh 
your spitting skills... 

Yes. this monkey gobs. And there are 
plenty of pick-ups lo help. Apart from being 
able lo beef up his pucker projectiles Toki 
linds shoes to make him jump higher and a 
crash helmet which allows him lo hit things 
wilh his bonce. 

The many characters patrolling Ihe 
levels are all weird - but not hall as odd as 
some of the end-ot-level Bosses, including 
a long-legged monster lhal throws up the 
letters of the word BURP! 

The Amiga and ST versions of Toki are 
being programmed by Amiga coder Michel 
Janicky in conjunction with ST coder Jean 
Charles Meyngnac (who's first 16-bil 
project was applying the finishing touches 
to Ivanhoe). The visual translation comes 
courtesy of brothers Philippe and Lionel 
Dessoly. The duo now know the game 
inside-out as Ihey had to play it, pause it 
and then draw each frame on ST Art 
Studio. The Amiga graphics are simply 
converted from here, in 32 colours instead 
of 16. 

"We try to do better graphics than the 
coin-op," Marc explains. "In the coin-op 
you don't need lo have very good graphics 
because people don't look too close when 
they play and it's also every time on a big 
screen. With the conversions you need lo 
have better graphics because you play a 
long time and can see more and B's usually 
on a small screen." 

"Very few games have been released 
with 32 colours on Amiga. More are 16 
colours. We Iry to do 32 colours for all our 
games now. The future of the Amiga game 
should be 32 colours." 

The boys have managed to cram almost 
everything into Ihe Amiga version, inc- 
luding the attract and end sequences and 
the parallax scroll. The ST incarnation 
lacks Ihe parallax, bul il's nol really 
noticeable as it's all so smooth. After 
seven months of hard graft Ihe conver- 
sions of Toki should be complete by the 
end of October. Ocean has yet lo set pnees 
or release dales. 
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Attention gome freaks! So you think you rate as a good games player? 
Well think agoinf You're nowhere until you try Yolanda 
The fastest and most difficult platform game ever. 

You take the part of Yolanda, offspring of the mighty Hercules himself, cursed by 
the death goddess Hero to be shunned by oil mankind. Your only hope of lifting 
the curse is to re-enact the twelve tasks of Hercules - and that's going to take all 
the speed, strength and reflexes it's possible for a mortal to summon. 

You'll get the chance to get up to speed in the specially designed trainer level, 
then it's straight down to some of the fastest platform action you are ever likely 
to experience. 



Over fifty levels of unrelenting fast action. 

Unique trainer level for beginners. 

Random level selection ■ you'll have 
to stay on your toes. 

Joy-slick twitching gameplay that'll 
keep you coming back for more. 

Game design by the legendary 
Steve Bak. 

Available from the end of July 1 990 
for the Atari ST and the Commodore 
Amiga. Price £19.99 
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Shockproof Gary Whitta raises the dust cover on 
Digital Magic's latest offering. 



KILL EVERYTHING! Kill them quickly and 
kill them good. Preferably before they kill 
you. Paranoid aliens from another dimen- 
sion are attacking the Earth, hoping lo suck 
the planet's natural resources dry. And 
only you can stop them by force-feeding 
them electric death before it's too late 
That, basically, is Shock Wave in a 
nutshell - a shoot 'em up courtesy of 
freelance programmer Lance Abson and 
Digital Magic's own Jon Law. 

"Actually there's no set scenanoasyel." 
Jon explains. "We haven't decided 
whether the things you're fighting ofl will be 
aliens from another planet, or an enemy 
military force from somewhere else on the 
same planet. We'll work that out later." 

While Shock Wave may took like a slice 
of mindless shoot 'em up action, it is in fact 
a cleverly conceived strategy game - 
coupled with a slice of mindless shoot em 
up action. Jon elaborates: "There are 
these aliens attacking your home area, 
coming in from all directions and working 
their way towards a central point which 
you must protect at all costs. Your job is to 
wipe them all out before they cause too 
much damage." 

But, like life itself, it's not nearly as 
simple as it sounds. "Your territory is split 
into lour sectors - the mountains, where 
Ore is mined, the Sea, where oil is 
produced, Ihe Poresl, where you keep 
your armoury, and the Desert, which 
houses the factories. Each sector plays an 
important part in your war effort. The Oil 
Rigs in the Sea, for example, produce Ihe 
fuel for your craft, white the Factories 
produce the vanous weapons. The most 
important aspect is the Mining - the Ore 
you sell produces money which you use to 
finance all the rest of Ihe sectors." 

So how does the strategy develop? 
"Basically what happens Is, the aliens 
come in and attack the sectors, and the 
more they overrun a particular sector, Ihe 
less productive it is. If your factory sector is 
90 per cent overrun, you're only going to 
get 1 0 per cent of its maximum output - in 
practical terms that means they won't 
produce weapons as quickly. The same 
applies to all the sectors - if the Sea gets 
overrun, you can run oul of fuel, and losing 
the mine fields could lead lo you running 
oul of money. That's why it's important to 
keep Ihe aliens at bay." 

One of the biggest headaches that Jon 



A SELECTION ol 
Jon's sprites from 
the Mining Sector, 
including some 
relevant pieces ot 
scenery and 
unsavoury aliens. 
Everything, ot 
course. Is drawn at 
lull size and won't 
be shrunk down 
until they are put 
Into the program. 



has experienced during Shock Wave's 
development is the production of the 
graphics - they are entirely his respon- 
sibility. Fortunately Ihough, having wonted 
on DMS' last offering Drlvin' Force, he's 
no stranger to creating 3D sprites. "I draw 
one sprite, or tile, at maximum size, then 
gfve it lo Lance who has it recalculated at 
40 different sizes. The blggesl problem is 
drawing a sprite that won't look messy 
when it's redrawn al a smaller size. For 
example, if you have a sprite with lots of 
vertical lines in it. they get lost as il gels 
smaller. It's a creative problem too - I've 
produced 24 aliens for Shock Wave, and 
it's very difficult to keep coming up with 
new ideas for aliens and objects." 
Both Jon and Lance have been working 



ALL VOUR effort comes down to this 
dealing death high above the ground. 
Your sophisticated heads-up display 
allows you to control any two weapons at 
a time. And you need them too, as when 
the aliens attack, they attack In force. 
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THE ALL-IMPORTANT sector map shows the four areas Mining, Factory, Oil and Armoury. The latter 
sector produces foot soldiers that can be bought and sent Into a sector to slow down the enemy onslaught. 
The three areas In each sector represent the length of a mission - long, medium or short The longer the 
mission, the more damage you can do to the enemy, but you also expend more fuel and run a bigger risk of 
getting killed. 
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you could go on lo another. When you 
complete all (our, you'll have won the 
game." 

Whatever happens, the duo certainly 
won't be using the digitised footage from 
Star Wars' famous trench battle as they 
originally intended. "Not only couldn't we 
use it lor reasons of copyright, but we also 
found that when we tried to run it in the 
game, the speed of the movement in the 
trench was not the same as the movement 
pattern for the sprites, so we had todrop it . " 



.4 




ALL TOOLED UP 

BEFORE you embark on a mission it's 
worth paying a visit to the Armoury to tool 
up your craft. There's a formidable array of 
death-dealing gear on offer (providing you 
look after your weapon- producing lac- 
tones) - your choice could make the 
difference between life and death. 

"There are live basic types of weaponry, 
each with its own rack," Jon reveals. "First 
there are Lasers - you start off with a basic 
Twin Laser, and that's upgradable to a 
Triple and Quadruple model. There's also 
a selection of Cannons and Missiles, and 
Rockets that range from the standard 
model to the Shock Wave itself - it literally 
shakes all the aliens to pieces." 

"Finally you've got the Bombs - basic 
Skimmer Bombs that go along the ground, 
Smart Bombs and finally - the hardest of 
them all - the Nuclear Warhead. When 
you drop the Nuke it destroys every alien in 
the entire sector. Unfortunately it also 
wipes out all your installations there." 




ALL DRESSED up with nothing to do yet A formula still has 
to be decided tor the trench sequence. Unlortunately the 
digitised Star Wars scene that Inspired It had to be dropped for 
technical reasons. Well, and there's the fact that 20th Century 
Fox would have come down like a ton of bricks on Digital 
Magic. 



on Shock Wave since the start of the year 
and now at last it looks as though Ihey are 
almost finished. "We still need lo decide on 
and add the sound, and there are a few 
gameplay tweaks lo make. And then 
there's this trench business to sort out..." 

TRENCH WARFARE 

APART from Ihe stralegy element and 
alien blasting, there are some bonus 
points (and fun) to be had in this short 
trench-based race sequence. The only 
problem is, no-one knows what it's there 
for yet! "There's still some dispute over 
what exactly is going to happen in the 
trench," says Jon. Lance wants it to work 
on a semi -randomised 'secret mission' 
basis, where you're called up from time to 
time to play out this sequence where you 
can earn extra points." 

"I think it should work like this though: 
each of Ihe four sectors has a mothership 
that's constantly pumping out the alien 
invaders. When you reach Ihe outside of 
the sector on a long-range mission, you'd 
fire off your nuclear warhead - if you're 
armed with one - and the sequence would 
have you piloting the missile down the 
trench avoiding catwalks and pillars, 
towards the mothership at the end. If you 
succeeded, the sector would be clear and 





THE SPACECRAFT hangar la where all tho 
decision-making takes place. To the left Is 
the control room, where you keep tabs on 
the enemy onslaught, while the right-hand 
side houses the armoury. Directly ahead 
Is your ship and some serious shoot 
'em up action. 
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Over 40 years since it was 
founded, Britain's biggest 
sports car manufacturer 
is still beating the world. 
Brian Nesbitt gets into top 
gear with Lotus, and takes 
a spin in Gremlin's 
officially-licensed racer. 

HANDLING. Performance 4 Style 

Thai's the philosophy ol Lolus Cars 
Limited. And when ilcomes tomanufactur- 
ing luxury cars. Ihe company slicks rigidly 
lo thai order of cnteria - the dnver's 
enjoyment of Ihe car is of paramount 
importance. 

The dnving force behind Lotus was car 
builder and racer Anthony Colin Bruce 
Chapman. Widely regarded as an 
innovator in the field of racing car design 
and engineering. Chapman founded Lotus 
in 1 948. But who would have though! that a 
small workshop in North London could 
build such success worldwide... 




Chapman's cars excelled in their class 
in the 24 hour race at Le Mans, came first in 
ihe 1959 Le Mans I500cc category, had 
Iheir iirst ever Grand Prix wins in 1 960 and 
196) at Monaco and won the German 
Grand Prix with Sterling Moss in 1 961 . By 
the mid 60s the company even had a 
prestigious Indianapolis 500 victory under 
tts belt! Lotus drivers have 79 World 
Championship victones, won Ihe World 
Drivers' title six limes and Ihe World 
Manufacturers' Award seven times. The 
list ot success goes on... 

The first closed passenger car to bear 
the Lotus badge was the Elite. It appeared 
in 1 957 and is slill thought of as one ot the 
most beautiful cars ever built . The recently 
restyled Elan made lis debut in 1 962, the 
Europa appeared in 1 966, the Elan +2 in 
68, and Ihe Elan Sprint in 1970. More 
recently drivers have enjoyed Ihe delights 
of Ihe four sealer Excel and ol course the 
Esprit, 

Lolus Engineering, Ihe company's 
automotive consultancy and Research 
And Development ami, is working on 
around 1 50 projects for approximately 80 
individual clients. This aspect of Lotus 
comprises nine main engineering areas 
responsible for improving engine perfor- 
mance, vehicle handling and 
aerodynamics, and vehicle electronics. 

Lolus Engineering's mosl recenl 
innovations are its Active Suspension for 
an even smoother ride, and an Anil-Noise 
system which, when active, allows you to 
drive in near silence. If you feel the need for 
speed, you can switch the system into 
reverse and make even a Mini sound like a 
drag racer - bul only on the inside! 



THE LOTUS POSITION 




LOTUS' distinctive insignia comprises the initials ol the 
company's founder Anthony Colin Bruce Chapman. This 
computerised version comes from the Lotus Esprit Turbo 
Challenge attract sequence. 



ANDREW Morris' near-photographic rendition of the Lotus 
Esprit Turbo. 




PIT STOPS are essential on the harder levels, where the trachs 
longer and more arduous. Leave It too late to stop and you 
may end up having to push the Esprit round the track! 



TECHNICAL SPEHRCATION 



MtO-Mounlod Lolus 22 Litre (910S) Aluminium Alloy 16 Valve 
Chargecooted 

Water Cooled TB03 Turbocnargo' With Internal Wasiegate 
Multi-Potnl Fuel Injection Syslem Wilh Electronic ignition 
Maximum Power: 264 bhp (197 HW) at 6500 rpm (DIN) 
Maximum Torque: 261 Id ft (354 Nm) at 3900 rpm (DIN) 
0-60 mph: 4 7 Seconds {0-100 knvtv 5.0 Seconds) 
0-100 mph: 1 1.9 Seconds (0-160 km/h- 11.8 Seconds) 



IN LOTUS Esprit Turbo Challenge your objective is to quality (or 
the prestigious Lotus Licence. This means winning the 
championship on the hardest level by scoring the most points. 
You can then send a form to Gremlin In exchange for a special 
certificate. 



Five-Speed All Synchromesh Transaxle Wilh Hydraulically Opera 
Clulch Driving Rear Wheels 

QUSS8/W0Y 

Rigid Steel Zinc-Coated Backbone Chassis 
Filled Aerodynamic Impact Resistant Composite Bodywork Pr 
Seating For Two 

Guaranteed Against Corrosion For Eight Years 

RtfMT SUSrettttN 

Independent By Upper And Lower Wishbones. With And-Roii Bar 
Coil Springs And Telescopic Shock Absorbers 

mmM 

Independent By Upper And Lower Traverse Links. With Radius 
Arms. Coil Springs And Telescopic Shock Absorbers 
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LICENCE TO THRU 

THE EXCLUSIVE world r ighls lo use Lotus 
cars and the distinctive insignia was 
recently acquired by Gremlin. The result is 
a split-screen, one or two player racer 
stamnq the Lotus Esprit Turbo SE. Lotus 
EspritTurbo Challenge is currently being 
put together by Magnetic Fields, the team 
Behind Gremlin's previous racer Super 
Cars (see Review in Issue 17). 

The Llandudno-based development 
unit comprises artist and designer Andrew 
Morris and veteran 8-bit programmer and 
gner Shaun Southern, work began on 





Lotus shortly after Super Cars' comple- 
tion, and Shaun 's currently exploring the 
possibility of making Lotus null-modem 
compatible, so two machines could be 
linked tor grealer head-to-head tun. 

Lotus Espnt Turbo Challenge is due tor 
release in late September at a price ot 
£24.99 on the Amiga, Atari ST and PC and 
compatibles. It will be previewed exten- 
sively at the EMAP Computer Entertain- 
ment Show earlier in the same month, with 
a real live Lotus Esprit Turbo on show. You 
can play the game but you won l be able to 
drive the real thing though... 



FEATURE 



THE 

LOTUS 

ESPRIT 

THE LOTUS 
Esprit Turbo SE 
is Lotus' tastest 
ever production 
car and 
represents the 
top of the 







A WEALTH ot technical Information regarding the Esprit Turbo's performance tt 
provided on-screen, allowing you to get to know your car Inside out before you race. 



Glassbach' Tailgate And Aeiodynamc Roar Wing 
Tilt/Removable Glass Sumoot 
Air Conditioning 
Electric Windows 
Central Dock Locking 

Electrically Adjustable Heated Door Mirrors 
Thioo Phaso Ice Warning System 
Fiont Foglamps 

SE' Full Leather Interior With Polished Burr Elm Instrument 




three-car Esprit 
range. The SE's 
capable of 0-60 
mph in a mere 
4.7 seconds 
and has a 
maximum 
speed of 1 67 
mph. More 
impressive still 
is the fact that it 
runs on 
unleaded fuel. 
The Esprit 's 
impressive 
statistics and 
high reputation 
have led to it 
appearing in 
computer 
games twice 
before - first in 
Durell's 8-bit 
racer Turbo 
Esprit and later 
in Accolade's 
Test Drive, as 
one of the 
'World's Five 
Most Exotic 
Sports Cars'. 




A WEB OF INTRICATE POSSIBILITIES - BUT FAIR PLAY ISN'T 

ONE OF THEM 



A WEB OF INTRICATE POSSIBILITIES - BUT FAIR PLAY 

ISNT ONE OF THEM 




'The MM 9uldm u a corrupt land ruled by 
immoral leaden. '}~ou arc one of four 'Knights 
with a lust for power. And in the pursuit of 
poutr. tht end justifies ll\t meant. 



'Iht Moodiest battlej yield the grrateM -y.^i- 
StrategUatty extend your domain, reduce your 
rfMu ntOWCUi and tighten JHW stranglehold 
an the peasants of the land. 



•Ihe tmitv prmide nr /viivr fco*. H/nn^f 
r/if "i sutcessfutly. and harvest the wealth 
needed to but/, bribe and fight for ultimate 

power. 



'Betrayal involves a long, hard, ruthless struggle, 
starting with the economic management of your 
tOU/IU and cultivation of your lands, culminating in 
tht turning oj ' your military strategy and (execution of 
political subterf uge. 

BETRAYAL 
A HELL OF A GOD GAME 




'Develop a mastery of political subterfuge, 
gaining plates for your Courtiers at llie palaces 
of the 'King and 'Bishop, ready for the coup 
utiuh will maKeyou the master of 'Betrayal. 



:3 new barrel of fine 'Welsh ale had just Been broached. 'The royal palaces smoty dining hall resounded to cheery voices. 'To one side of the 
top table a harpist ami a minstrel were struggling to be heard above the commotion caused by tuv dogs snarling over a bone in a corner. 

'Eating stou4y, I leant forward' to catch the breathless whisper of a nval knight. 

Wieycame in at a run. bainng like wolves. 'Jour wild-eyed barbarians readti to cut, gouge, pulverise and kill anything that moved. 

'That news was indeed music to my ears. My forces attack on his wealthiest toum had met with success, 'financially urakened, mditanly 

broken, and politically bankrupt, he could no longer hold influence at Court. 

So long as no evidence oj my wrong doing remained. So long as the ijads blessed the crops of my hanvst. So long lis the rumours of the 
capture of my brother were true. 'The throne was mine. 

I've cheated, lied, spied and slaughtered. 'The fruits of 'Betrayaf are mine. 
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Graftgold And 
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THE ONE 



SEPTEMBER 



AMIGA 

PRICE £24.99 
OUT September 
GRAPHICS 84% 
SOUND 88% 
PAYABILITY 96% 
VALUE 96% 

OVERALL 



95% 



ATARI ST 
PRICE £24.99 
OUT September 



IBM PC AND 
COMPATIBLES 

TBA 



ROBOTIC 
RULES 

In the 1940s 
respected science 
fiction author 
Isaac Asimov 
defined tho Three 
Laws Of Robotics 
— a standard by 
which all future 
robots would be 
judged. The Laws 
are as follows 
(Paradroid 90 
robots take 
note!)... 

ONE 

A robot may not 
injure a human 
being, or, through 
Inaction allow a 
human being to 
come to harm. 

TWO 

A robot must obey 
the orders given it 
by human beings, 
except where such 
orders would 
conflict with the 
First Law. 

THREE 

A robot must 
protect Its own 
existence as long 
as such protection 
does not conflict 
with the First or 
Second Law. 
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Paradroid 




AS SOON as you are beamed on board the first ship (USF 
Vigilant) at a randomly selected Transmat Point, tho ship's 
security system detects your presence, the alarms go wild and 
almost every droid on the ship comes looking for you. 
Fortunately you are likely to be beamed onto a deck where the 
adversaries are fairly mellow, giving you time to get your 
bearings before the mission proper begins. Don't get too 
complacent though you never know what's waiting around 
the next corner! 

One of the greatest shoot 'em ups of all 
time is back. And how! Gary Whitta's 
left to his own devices... 

IT'S 2390 and disaster has struck an five-strong fleet of 
Space Freighters transporting an army of Battle Droids 
across the Galaxy. While navigating an uncharted asteroid 
field, the robots on board each ship have gone haywire and 
wiped out most of the human crews. Now, with the only 
survivors of the attack trapped, the ships are drifting off 
course and straight into enemy space! 

The only way that any remaining crew members can be 
rescued and the fleet saved from alien oblivion is to wipe out 
the rogue robots still patrolling the ships and turn the fleet 
around. Taking command of a revolutionary now robot 
known as the Influence Device, it's your job to clear the 
decks of psychotic droids and make space a safe place once 
more. 

And so the scene is set for Paradroid 90, the enhanced 
16-bit version of Andrew Braybrook's five-year-old 
Commodore 64 classic. The graphics, sound and gameplay 
may all have beon enhanced, but the basic theme remains 
the same - kill everything, clear all the ships, and above a 
survive! 




FOURTEEN types of hostile droid patrol the ship. They range 
from menial Cleaning and Messenger Droids right up to the 
awesome Battle Droids that come armed with lethal weaponry. 
Each droid is Identified by a three-figure serial number. The 
first digit indicates class any seven-series droid for example 
Is a Battle Droid, while any eight-series robot works in Security. 
As a general rule, the higher the number, the nastier the droid. 



THE PROCESS of taking over superior 
droids should be attempted In 
well-pianned stages. The more powerful 
the droid, the more energy pulsars It 
carries In the Transter Game, making It 
more difficult to beat. That's not to say 
it's Impossible to make huge lumps up 
the ranks you just need a lot of skill 
or luck. 





THE 001 Influence Device may be small, 
slow and weak, but it does have one 
remarkable skill It clamps on to and 
■sizes control of other droids! A spark 
of energy appears to let you know that 
you have entered Transfer Mode. 
Ramming into the target droid allows 
you to attempt to seize control of its 
circuits in the Transfer Game... 



THE DROIDS differ greatly in strength and 
performance even some of the toughest 
Security Droids have exploitable 
weaknesses. A few, in particular the more 
heavily-armed and armoured robots, are 
very slow and easily outrun, while others 
don'! see very well, making it easy to 
attack from behind. But It's the 
differences in weaponry that's most 
notable. They range from simple 
peashooters' to awesome cannons and 
all with different ranges. Some guns shoot 
right across the screen, over obstacles, 
while others can only hit anything In their 
immediate vicinity. The 999 Command 
Cyborg is equipped with radar so he can 
aim and fire without even being able to 
see the target! 



IT'S TEMPTING to take out the weakest 
droids first, but It's not the best policy. 
Getting knocked back down to a 001 
Influence Device with no menial droids to 
transfer to makes It difficult to work your 
way back up the ranks. 




TO CLAIM control of a droid you have to 
bum out his circuits and replace them 
with your own. A column of 14 coloured 
lights represents the target drold's 
brain. The Idea Is to turn as many tights 
as possible to your colour by firing 
pulses of energy into them via a 
randomly generated series of 
connecting wires. Understandably, your 
opponent battles to keep control by 
unleashing its own pulses. An added 
element of strategy is provided with split 
wires, dead ends, colour changes, and 
continual pulses. II you manage to 
change more than half the lights to your 
colour, the droid Is yours to command. 
If the target droid wins, the transfer Is 
not only rejected, but you lose the droid 
you control at the time. A Deadlock (le: 
both parties have an equal number of 
colours) means attempting to transfer 
again through a new arrangement. 
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cannon, 
Bounty: 600. 



SOME of this contemporary version s now 
features are cosmetic, but others like 
the destructible scenery - are functional. 
If you don't destroy the blocks you can 
always use them for cover until your 
attacker decides to remove the obstacle, 
in which case the resulting explosion Is 
best avoided. The best addition of all 
though has to be the Raider Droids. This 
elite band of Space Pirates makes an 
appearance at random during the later 
stages of play. You can't mistake their 
arrival - It's accompanied by an eerie 
squeal'. And If they beam in within 
millimetres of your vicinity, there won't be 
any mistaking the smell coming from your 
trousers. 
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EVEN though the droids have gone berserk, most of the ship s 
systems are still fully operational. Apart from the Terminals 
there are Energiser Points, which repair any damage. Elevators 
between floors, and a network of Alarm Llghta. The default 
Alarm Status Is Green, but kill droids at a fast enough rate and 
It changes to Yellow and even Red Alert. Extra points are 
awarded as long as the fast-paced killing spree continues. 



PARADROIDS 
more 'unique' 
characters Include 
the mine-laying 742 
Battle Drold and 
the 652 Security 
Drold with a Sonic 
Dlsruptor - a form 
of smart bomb 
complete with a 
choice whining 
charge up sound. 
The most fearsome 
has to be the 729 
Battle Tank (see 
here) that fires off 
explosive shells 
with deadly 
accuracy and, 
worse still, can't be 
transferred to! 
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THIS IS 
TERMINAL... 

THE SHIP'S many 
Computer 
Terminals are 
always eager to 
help, flickering to 
life when you draw 
near. Logging onto 
one allows you to 
access Information 
on your current 
deck (top), the ship 
as a whole (so you 
can see any decks 
that still need to be 
cleared - centre) 
and on individual 
droids (bottom). 
You can also view 
your play statistics, 
which include* 
shots fired and 
accuracy. 
Unfortunately the 
way that the 
security system 
works means that 
you can only 
access data on 
droids of a lower 
rank than the one 
you currently 
control. Thus as 
the Influence 
Device you can 
accoss nothing but 
yourself, but get 
hold of the 999 
Command Cyborg 
and you can see 
every drold on the 
■Mpl 



EACH Space Freighter comprises many 
decks, some larger and more 
hazardous - than others. With a deck 
cleared of all rogue robots. Its lighting 
shuts down and It's time to move onto 
another. It's worth bearing in mind that 
the Elevator Points scattered around the 
ship don't call at all floors. 



AN INNOVATIVE display technique means 
that you can only actually 'see' droids 
directly in your line of sight, even though 
the deck's staring you In the face. Any 
robots situated around corners or behind 
doors or obstacles are invisible until you 
actually encounter them (although their 
out-of-sight antics are often aurally 
obvious), which makes for a tense 
atmosphere. There's nothing hairier than 
walking Into a room or turning a corner to 
find three Battle Droids staring you in the 
face! 
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Dock: Disembarking 

zona 
Robots on dock: a 
Raiders on dock: e 
Rrjbrjls on ship 6"i 
Rlnrt slntus Green 





In bringing Paradroid to the Amiga. 
Graftgold has faithfully recreated the one 
element that made the original the classic it 
is today - (he nerve-shatteringly tense 
gameplay. While the playfield now only scrolls vertically 
as opposed to all eight directions, the (eeling of 
claustrophobia is ever-present. It's a feeling further 
enhanced by excellent spot effects. Alarms hum in the 
background, the droids have unique sound signatures, 
and there's even a dull revving sound in The engine 
room) Paradroid 90' s a visual treat, too, with its shiny 
metallic walls and doors creating a futuristic feel. 
Paradroid 90 is as much a tactical experience as it is an 
arcade game, and trigger-happy blasters are going to 
find themselves in trouble if they don't apply some brain 
power. That said, even the most experienced tacticians 
are as good as dead if they can't hold their own in a 
firefightl It's this near-perfecl balance between action 
and strategy coupled with the believable intelligence of 
the droids that makes Paradroid 90 so captivating. And 
with five increasingly dangerous ships to complete you 
should be under its influence for quite some time... 

Apart from a few minor differences in the 
colour and sound departments. Atari 
Paradroid 90 is identical to its Amiga 
counterpart. The price and release dale are 
the same too - £24.99 and September. 

There's nothing on the IBM front as yet. but 
providing the 16-bits go great guns there's a 
good chance of something appearing early 
next year. Keep 'em peeled. 
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Rainbow Arts 






AMIGA 
PRICE £19.99 
OUT Now 
GRAPHICS 76% 
SOUND 39% 
PLAYABILITY 82% 
VALUE 83% 
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ATARI ST 
PRICE £19.99 
OUT Now 




IBM PC AND 

COMPATIBLES 
PRICE £19.99 
OUT Now 


Block 0 



SEPTEMBER 1 990 



EVEN with two 
hands pressed 
firmly to the 
keyboard, playing 
Block Out isn't 
quite as easy as It 
looks. A shape can 
be flipped 
clockwise or 
anti-clockwise 
around Its x, y and 
z axes via the 
keyboard, and 
positioned in the 
pit using the 
numerical keypad 
or the mouse. It's 
confusing at first, 
which Is why the 
ultra-slow practice 
option comas 
recommended. 
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GO STRAIGHT Into a game from boot or spend some time 
tailoring it to your own specifications. Every pit size has mixed 
advantages: short and narrow means less room lo manoeuvre, 
while wide and deep means it takes longer to get a high score. 
There are three different types of game each of which features 
Its own selection of bricks and level of complexity. The 
automatic selection - Flat Fun is the easiest but alternative 
preferences can be saved to disk as the new default. 




AT INTERMEDIATE level there's 30 Mania: just seven blocks 
and only three of them are fully three-dimensional. No block is 
made up of more than four connected cubes and the standard 
pit size is relatively narrow. 



SOMA SO 
GOOD 



Thanks to yet another addition to the 
Tetris clone range Kati Hamza's seeing 
blocks before her eyes. 

ALEXEI PAZHITNOV'S got a lot to answer for. If it wasn't for 
his Tetris we wouldn't have Klax, Wei Kris, Colons Hatris... 
the list goes on and on. Now we have Block Out. The basic 
principle remainsthe same -arrange blocks as they fall into 
a bin. The difference is in the choice of gimmick. Klax has 
paddles and tile arrangements. Colons has alternating 
colours and Block Out - Block Out has 3D. 

You watch the blocks as they fall into the bin from above. 
With a deft flip and a bit of clever rotation the pieces are 
manoeuvred into solid layers which disappear once 
complete. Butterfingers get their Just reward: misplaced 
tilespile upon topof each other and when a stack hits the top 
it's game over. It's as simple as that. 





TO AID pin-pointing the exact position of 
fallen bricks, blocks ascend in 
colour-coded layers as shown on the left 
of the pit: all you have to do is match 
colour to colour. Occasionally however, it 
doesn't matter how assiduously you 
follow the colour code. You know it's all 
over when the pit's full to the brim. 



BLOCK OUTS 
design was directly 
inspired by the 
Soma Cube, 
brainchild of the 
Danish writer and 
mathematician Piet 
Hem. It takes as Its 
basis the 
geometric theorem 
that combining a 
maximum of four 
cubes into every 
conceivable 
irregular shape 
creates seven 
different shapes, 
each composed of 
three or four 
cubes. These 
seven shapes 
which are 
comprised of a 
total of 27 cube 
units can be 
combined into a 
larger three by 
three cube 
otherwise known 
as the Soma. The 
seven magic 
Soma-c resting 
shapes make up 
the Basic Set of 
Block Out bricks. 







FLAT FUN Is played with 2D blocks In the 
largest possible 3D pit. It's designed to 
break you into the 3D concept as gently 
as possible: a shape that has at least one 
regular flat-sided edge is much easier to 
staah than a (egged, three-edged block. 

BUT WHY NOT go the whole hog and play 
Out Of Control. This features a 
mind-boggling 41 blocks, Including the 
shapes contained in the other two games. 
Most of them comprise the maximum 
number of component cubes arranged in 
the most devious possible shapes and 
si2es. The automatically selected pit is big 
enough to accommodate them all but It 
you decide to pick your own and It's less 
than five cubes wide or deep the longer 
blocks aren't generated. 



Despite its obvious resemblance to a certain 
game beginning with T and ending in etris. 
Block Out isn't quite as easy to pick up and 
play- It takes time to adjust to the 3D and it 
takes even longer to get the hang of the controls. It 
seems strange that it's not soley mouse-driven - having 
to use the keyboard to rotate shapes is frustrating at the 
best of times, but when the going gets fast you seem to 
spend more time thinking about which key does what as 
opposed to what shape goes whore. Still, the huge 
number of different available shapes (41 to Tetris' 
seven) gives more scope for complex, mind-bending 
gameplay. Smooth presentation, randomly generated 
blocks andan impressive selection of pit sizes makefora 
slick, compelling and highly complex puzzle game. 
There are only (wo minor negative points: the sound is 
stripped to the bone and some of the more complex 3D 
shapes are so hard to distinguish in their wire-frame 
state they send your brain into over-drive. After a hard 
day's work you may find yourself sacrificing the 
confusing 41-shape advanced game for the less taxing 
seven-piece basic set. 

To block or not to block - on the ST it's an 
irrelevant question because a version 
should be knocking about in the shops now. 
It's identical to the Amiga in almost every 
way including the minimal sound effects. 

For no extra outlay PC owners get exactly the 
samegameplay as everybody else. Graphics 
come in fetching Hercules. CGA, EGA or 
Tandy. 



ST 



PC 



THE KILLING GAME SHOW . . . 

. . . WILL HAVE YOU CLIMBING THE WALLS - IT'S THE ONLY WAY OUT! 

Suited in limited-protection armour you're the unwilling contestant on 
THE KILLING GAME SHOW. In front of a TV audience of millions you must 
battle your way to the top of 16 Pits of Death infested with Hostile Artificial 
Life Forms specially created by THE KILLING GAME SHOW'S manic 
scientists to give you a hard time. 

But . . . don't forget the rising fluid or it's "next contestant time". 

You must give the viewers their value for money — collect the awesome 

weapons and tools — if you can! 

First prize is your life — Don't waste it! 

Screen Shois from the Amiga version 

SEEING IS BELIEVING 



PSYGNOSIS 
FREEPOST 
LIVERPOOL L3 3AB 
UNITED KINGDOM 
Tel: 051-709 5755 
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SHADOW OF 
THE BEAST 2 

Reflections 
And Psygnosis 



THE ONE 



SEPTEMBER 1990 



AMIGA 

PRICE £34.99 
OUT Now 
GRAPHICS 85% 
SOUND 88% 
PAYABILITY 89% 
VALUE 70% 

OVERALL 



86% 



ATARI ST 
TBA 



IBM PC AND 
COMPATIBLES 

N/A 



"There is 
nothing more 
we could do 
with the 
scrolling that 
we didn't do 
in Beast 1. 
With Beast 2 
we wanted 
to create 
intelligent 
creatures 
that could 
interact with 
their 
environment, 
and puzzles 
that provide 
the player 
with a 
greater 
sense of 
achievement." 

Reflections' 
Martin 
Edmondson 




THE IMPRESSIVE 13-plane parallax scrolling seen In the original Beast has been 
replaced by a more simplistic, but no less effective twin-plane effect, complemented 
by an attractive colour graduated sky. Compensation comas In the form of more 
adversaries on screen at once and more complexity In the gameplay. 



Psygnosis' beastly sequel easily 
overshadows its predecessor - as 
Laurence Scotford found out. 

SHADOW OF THE BEAST just went to show that you don'f 
need quality gameplay to sell a piece of software. This 
award-winning work was one ol 1989's biggest selling 
products on the Amiga alone. Not bad going for the 
magnetic media equivalent of a bimbo. 

Shadow Of The Beast 2 is an attempt to redress the 
balance. On completing the original Beast you were 
rewarded with a human body ready for your retirement. 
Unfortunately the Beast Lord had more nefarious plans 
afoot and ordered one of his Dark Mages to kidnap your kid 
sister. She is destined, as you once were, to become 
enslaved to the Beast Lord. That is, unless you can apply 
your combat skills and quick wit to rescuing her in time... 



OUH HERO'S 
armed Initially with 
a wlcked-looklng 
morning -star. The 
longer you hold 
down the fire 
button, the further 
out the weapon 
swings. Other 
equipment to be 
collected en route 
Includes a 
throwing axe. 





Shadow Of T 

pugqoM 



ANOTHER surprising aspect of Beast 2 Is 
the tact that you have to communicate 
with other characters. Sometimes they 
volunteer Information of their own volition, 
otherwise you have to weasel help out of 
them by asking them about specific 
objects, creatures, or places. 



TIME TO REFLECT 

FOR Martin Edmondson and Paul Howarth. the 
duo comprising development team Rellections. 
Siiadow Of The Boasl was the direct resuH of an 
attempt to lully eiploit (he capabilities ol the 
Amiga The I rouble was that the impressive 
scrolling in Beast did not leave loo much 
processor time lo* anything else In Beast 2 the 
sophisticated scrolling routines have been 
replaced by greater depth of gameplay 

"The problem with rnachinesl*etheST," says 
Martin Edmondson. "islhal you havetoe*penda 
lot ol ertort getting it lo do very simple things l*o 
scrolling be lore you can do anything more 
interesting " II is lor that reason that he and Paul 
look lorward lo the possibilities presented by 
machines l*o Iho Amiga CDTV. and the 
opportunity to write games that are not restricted 
by the hardware 

They have not ruled out the possibility ol 
developing games lor I he more advanced 
consoles L*e CO based games, cartridges are 
almost piiate-piool. wheh makes them a more 
attractive prospect for teams liko Reflections 
who can spend upwards ol a year developing 
each gome 

At present Ihey are working on Psygnosis' 
major Autumn launch. Awesome (see News on 
page lor more details). There are no delinrte 
plans lor a project lo lolkrw this, but. like all their 
games it *ill no doubl bo built around a now 
technique which pushes the current crop oi 
machines even further 



THIS Is )ust one 
example of the 
mind-boggling 
puzzles. What are 
those levers for? 
How do you get to 
them without 
waking the 
sleeping guard? 
How would the 
oversized dog 
creature react ft II 
was released? And 
how do you 
release It and then 
escape Intact from 
the pit? This sort 
of trickery will have 
you burning the 
midnight oil for 
some time to 
come. 






GIANT snails on 
mushrooms may sound 
like something from the 
mind ol Lewis Carroll, 
but this ain't no 
Wonderland and the 
hero's certainly no Alice. 
The snail and the 
dragon are just two of 
the creatures you have 
to face. Most are more 
Intelligent than your 
average adversary - like 
the goblins guarding 
prisoners whose release 
is essential to your 
quest. 





Beast 2 

As you'd expect from Psygnosis there's an 
impressive introductory sequence to sot the 
scene. Here, your baby sister is carried off 
into the heart of a storm by a winged Beast 
Mage. From then on you have a pretty good idea of what 
to expect as far as the cosmetics are concerned. As with 
the original. Beast 2 is a side-on parallax scrolling affair 
which has your Neanderthal looking character Jumping 
chasms, sending all manner of creatures to their doom 
and generally creating havoc in time-honoured fashion. 
Where Beast 2 significantly departs from its forerunner 
is in the problem solving department. Completing this 
one will involve just as much brain as brawn. Some of 
the problems are quite fiendish, and can be frustrating 
as mistakes are often fatal. Beast 2 on the Amiga is really 
what Shadow Of The Beast should have been. By the 
way. this one also comes complete with Roger Dean 
T-Shirt. which goes some way towards justifying the 
huge price tag. If you are considering buying the new 
CDTV then you will pleased to know that Psygnosis is 
planning a special version of Beast 2 for this machine. 
Further details are not available at present. 

There are plans for an ST conversion, 
although no work has been started as yet. 
The ST version of the original Shadow Of 
The Beast took a year to appear, which 
should give you some idea of how long you will have to 
wait for this sequel. 

No PC version of the original Beast has been 
forthcoming, and it is unlikely that Psygnosis 
will attempt a PC conversion ofthisone. That 
could change if CD-based PC systems take 
off in the near future. 



ST 



PC 




...for your nearest /66/f games spec fa/fsf 



CORNWALL 

Truro Micro Ltd 
Bridge House. 
New Bridge St. 
Truro, 

Cornwall TRI 2AA 
0872 40043 



DEVON 

Computerbase 
2 1 Market Ave. 
City Centre. 
Plymouth. 
Devon 

0752 672128 

Flagstar Computers Ltd 

The Totnes Computer Centre. 

I Apple Lane, 

High Street. 

Totnes. 

Devon 

0803 865520 

DORSET 

Columbia Computers 
1 7 Columbia Road. 
Bournemouth, 
Dorset 

0202 535542 

ESSEX 

Starbyte Computers 
416 Cranbrook Road, 
Gants Hill. 
Itford, 

Essex IG2 6HW 
01 518 1221 

HERTFORDSHIRE 

Faxminster Ltd 
25 Market Square, 
Hemel Hempsted. 
Hertfordshire 
0442 55044 

Games Keeper 
10 Station Road. 
Letchworth, 
Hertfordshire 
0462 672647 

LANCASHIRE 

VU-Data 

203 Stamford Street. 
Ashton under Lyme, 
Greater Manchester. 
Lancashire 

061 3390326 

LONDON 

Software Shop 
8 The Arcade 
High Street 
Eltham 

London SE9 I BE 
081 850 6177 

Spectresoft 

Jubtlee Covered Market. 
Covent Garden, 



London WC2B 
0831 469293 

Video Centre 

2 Denmark Terrace. 

Fortis Green, 

London N2 

081 365 2840 



NOTTINGHAMSHIRE 

Long Eaton Software Centre 
Commerce House, 
West Gate. 
Long Eaton, 

Nottinghamshire NGI0 I EG 
0602 728555 



MIDDLESEX 

JKL Computers 
7 Windsor Street. 
Uxbridge. 
Middlesex 
0895 51815 
Fax. 0895 81 1701 



SUFFOLK 

Bits and Bytes 

47 Upper Orwell Street. 

Ipswich. 

Suffolk 

0473 219961 



SURREY 

Barkman Computer Services 
1st Floor, 



Cardinals, 
Kingston. 
Surrey KTI 
01 546 5941 



IVY 



SUSSEX 

Gamer Computers 
1 1 East Street, 
Brighton. 
East Sussex 
0273 728681 

Computerwise Brighton 

44 George Street 

Kemptown 

Brighton 

East Sussex 

0273-674626 



WALES 

Bucon Ltd 

Micro Store. 

35/36 Singleton Street. 

Swansea SA I 3QN 

0792 467980 



WARWICKSHIRE 

SPA Computer Centre 
68 Clarendon Street. 
Royal Leamington Spa. 
Warwickshire 
0926 337648 
Fax: 0926 425985 
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THE GREAT ASSAULT 

SUFFERS 
MULTIPLE SETBACKS 



BAD WEATHER DELAYS 
TROOPS 



MASS ATTACK BY 
AIRBORNE 
TROOPS REPELLED 



The Allied Expeditionary Army 
was fighting last night on the 
beaehes of Normandy after 
attempting the greatest operation 
of its kind in history. 

Heavy casualties were suffered at 
sea from German shore batteries, 
and the attempted air invasion 
was aborted as parachute troops 
were engaged and shot down as 
they landed. 

Mr. Churchill announced lasi evening [hat 
the sea passage had met with "far greater 
resistance than had been anticipated" as the 



weather in the English Channel 
deteriorated rapidly, slowing the Allied 
Forces' progress as they met not the "stiff 
resistance expected, but a much stronger, 
and agrcssive posture" adopted by German 
commanders. 

German forces were expected only to 
defend the Fortress of Europe in the face of 
the concentrated Allied attack on ihc 
narrow Cherbourg peninsula. Their tactics 
of meeting ihe Allied attacking hordes with 
split forces on multiple front* is a reversal 
Of the strategy anticipated, illustrating the 
flexibility of the Axis forces' battle plans. 
Orders issued by the German High 
Command have shown the highest degree 
of thought and planning, as far down the 
chain of command as those given to 
individual buttle units. The front -line units 
have high morale and are showing great 
experience in resisting the Allies' invasion. 
They appear to be utilising the battle tools 
at their disposal to maximum effect 

It is imperative that Uto leaders of the Allied 
Expeditionary Force modify their invasion 
plans. It is fortunate that, very soon. 
Rainbird will give them the means to do so. 
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ATTEMPTED LANDINGS 
STALLED 

A statement issued from Supreme 
Headquarters, Allied Expeditionary 
Korce, yesterday, read:* 

COMMUNIQUE No. 1 

Under the command of General 
Eisenhower, allied naval forces, supported 
by lighl airforecs. aitempied to land allied 
armies this morning on ihe north-western 
coast of France. Early reports tell of heavy 
losses in the face of aerial and land based 
bombardments bv Axis forces. 



THE KING'S VISIT TO 
SUPREME H.Q. 



BEACH-HEAD REPORTS 
The Ring visited General Eisenhower at 
Supreme H.Q. Allied Expeditionary 
Forces yesterday afternoon. He was 
accompanied by Mr. Winston Churchill, 
as Minister in Attendance. Ihe King and 
Mr. Churchill also visited Air Chier 
Marshal Sir Trafford Leigh -Mallory. C 
in-C, at his H.Q. of the Allied Air 
Forces. 

The King and ihe Prime Minister drove 
together from Buckingham Pulace 
immediately after luncheon, which Mr. 
Churchill had taken with the King. At ihe 
H.Q. the King and ihe Prime Minister 
talked lo high officers directing operations 
in the field, and were shown the expecicd 
effecls of the one hundred variables 
governing the outcome of the invasion. 
They were also shown reports coming in 
from the beaches, and discussed the 
Production goals which have been set 
towards building up the pons of Southern 
England. 

ALLIES' TACTICAL 
MISTAKES 



From our Special Correspondent 

in London 

It was becoming apparent in London last 
night thai Allied commanders may well 
have underesiimaled the potential of the 
German Forces, and made serious tactical 
errors in drawing up their initial battle plans 
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They musi now reassess further lines of 
action in order lo lake full advantage of the 
flexibility at their fingertips. 
The Atlantic Wall' of resistance built by 
the Germans cannot apparently be 
surmounted by the single unit attacks 
launched against il under prevailing 
conditions. Allied forces arc preparing to 
switch to multiple front attacks with a 
heightening of agression.The concentration 
on viewing the battle at Division Level 
must he widened to encompass a greater 
degree of Group Level strategic planning. 
Even if such last minute switches in the 
battle equations prove wise, doubts are 
surfacing in London over the Allied Forces 
readiness to encounter oil sixteen terrain 
types if a successful beach-head is 
established. 

Allied command has extensive knowledge 
of all 'special squares' along the French 
coast. These are points of major strategic 
importance such as ports, towns and 
iortifiiainmv The) arc gaining u|> to the 
minute information on local temperature, 
climate and wind direction, in addition lo 
the potential capability and strengths of the 
Axis production ports. 

Keeping track of all the factors within the 
conflict is being made easier by the 
constant updating of battle reports 
dispatched from the front, and the inputting 



UMS II • Nations At War • incorporates 
three scenarios, comprising the Assault 
on Fortress Europe, the Crusades of 
Alexander the Great, and the Napoleonic 
Wars. Developed by Intergalactic, tlu- 
award winning programmers of the 
original UMS, in conjunction with 
Rainbird, the Masters of Strategy, UMS 
II wilt be available for your Commodore 
Amiga, Atari ST, IBM PC and 
compatibles and Apple Macintosh. 



of this information into sophisticated pre- 
drawn battle plans. 

So that the early losses which have been 
suffered may be reversed, and the threat of 
German counter- invasion may be repelled. 
Supreme Allied Command are adapting 
those battle-plans m their Master Control 
Panel, thought to be a body of men 
comprising the finest military brains 
available worldwide. 

WAITING FOR THE 

WORD 
A VAST GATHERING 

FINAL MOVES TO THE SEA 
From Our Special 
Correspondent 
An English Port, June 5 1944 

The lime has come. All we await now is 
the word lo go forth and strike Ihe 
terrific blow in Western Europe, of 
which < ieneral Montgomery w riles in his 
valediction to the assault troops under 
hLs command. When this despatch appears 
that blow will have been struek; and as one 
ga/cs out over an anchorage of fond 
remembrance in which, framed by the 




NATlONS-AT-WAR 




sweep of England's green shore, countless 
invasion ships lie al their stations, the mind 
recoils from the dimensions of it all. 

'For those tight packed ships represent only 
one of Ihe rivers of men ami machines thai 
all along ihe coast are pouring oul into (he 
sea. Four years ago. almost lo the da\. the 
tide of water had flooded from the cast into 
the French channel pirns before swirling 
back on Paris and far beyond. Now the tide 
has turned, and in this suspended moment 
of history the first mighty wave is gathered 
before it crashes down on the enemy's 
beaches. And the near observer gels no 
more than the fleeting, awesome glimpse of 
il thai a solitary swimmer would have of a 
great breaker in an angry sea. 



THE MIGHTIEST 

REWRITE IN HISTORY 

The mightiest of all lime - such phrases 
come glibly but sa> Vtrj little. Words, 
indeed, pale hefore Ihe rashness of the 
reality : attempts to convey Ihe sheer depth 
of strategy fail in pnrse. To experience is to 
understand - Nations ut War. 

Borne of a classic, the original UMS. 
Imitated but never surpassed. Until now. 
This fragile planet for which man Fights is 
mapped with precision. From the war- 
clouds enfolding our Earth to Ihe bloody 
batdefronts of vulnerable flesh, this is a 
truly Unviversal Military contlict.Such an 
abundance of changeable parameters has 
never governed the activities of Nations at 
War before. 

War has winners, but ihis is no game, n is 
the greatest wargaming utility. To 
encompass the (he changing political, 
economic, climatic, geographic and human 
factors was the Intergalactic goal. At last, 
perfection is achieved. 

Learnt from the lessons of history, from the 
crusades of Alexander to Napoleon's quest 
for Europe and beyond, here is the 
knowledge, requiring only the skill of a 
would-be Commander of men. 

As Allied Supreme Command struggle 
for the means lo reverse the error of 
their ways, up to fifty people sit down in 
Ihe hope of rewriting history. 

They now have thai ability. 

UMS II - Nations al War. 
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SIMULCRA 

Microstyle 

ATARI ST 
PRICE £24.99 
OUT October 
GRAPHICS 92% 
SOUND 80% 
PAYABILITY 92% 
VALUE 70% 

OVERALL 

88% 

AMIGA 

PRICE £24.99 
OUT October 

IBM PC AND 
COMPATIBLES 

N/A 

"We wanted 
to create an 
out-and-out 
arcade game 
in 3D, rather 
than do 
anything 
complex. Our 
aim was to 
do for 3D 
what 
Uridium did 
for the C64." 

Steve Turner. 
Managing 
Director. 
Graft gold 



THE ONE 



SEPTEMBER 1990 




Simulcra 



Graftgold's shooting 
place in a combat 
difference. Laurence 
into battle. 



match takes 
zone with a 
Scotford goes 



IN THE DISTANT future mankind solves potentially 
disastrous, conflicts by playing them out inside huge 
simulators to shield the real world from the effects of war. 
But even these highly advanced computer systems are not 
free from the ravages of viruses. A particularly vicious 
rogue program has struck, corrupting Simulcra, the 
batllescape generator, causing it to launch dangerous 
simulcraft into the real world. 

So guess who's going to save the world again... It's up to 
you to penetrate all the battle matrices and destroy the 
energy generators that power them. You also have to fend 
off the simulated craft that patrol each level. 



A MAP ot the 
current level can 
be called up at any 
time during play. 
It's especially 
useful tor 
orientating you reel! 
after a dogfight. 



YOUR craft is initially bound to the safe 
sections of each matrix, but by engaging 
your wings you can glide over gaps In the 
pathways. Full flying capability is available 
If you manage to collect a booster pack. 
Now you can engage the enemy In 
dogfights and swoop down on targets 
from above. 




3D FUTURES 

SO why is it thai three-dimensional graphics 
systems rarely make an appearance in 
arcade- stylo games' Apparently the problem is 
thai manipulating 3D images involves a hell o> a 
lot of maths and even fast and sophisticated 
16-bil processors can get bogged down when 
there are a lot of objects lo be handled at once 
land what shoot 'em up worth its salt doesn't 
have vast amounts ot alien oojects all on the 
screen at once). 



Simulcra gots round this problem by utilising 
some slick tricks like a Triple Screen Butter 
This means thai while one 'screen is being 
displayed, one more <s always ready to be 
displayed and a third is being constructed. The 
system is also intelligent to a certain extent 
When (here are lots ol objects on screens the 
program avoids attempting processor-intensive 
work - such as creating spectacular explosions 
- which would slow down the proceedings. You 
will nobce when playing that Hying objects lend lo 





A WARNING light 
alerts you to 
Impending attack from 

rha air. 




THE ACTION Is ohvaya 
viewed from behind 
end sUghily above 
your craft 





THE NUMBER ol 
generators still lo be 
destroyed and IheJ- 
ourienl level. 



KEEP track ot you< 
missiles. Ui galling 
ay at em. and Electronic 
Counter Measures 
from here. 



EQUIPMENT la 
relea s ed on (he 
demise of certain 
enerni ss . The Hem Is 
easily Identified by a 
three-letter code 
Which appears when 
you draw near. 



4>V — 



\ TV 



Pat/ 



PICK off the 
gen orators and the 
craft protecting them 
and watch your score 
rise rapidly 



THE STATUS Ot your 
wings, add-on booster 
and radar units it 
shown here. 



FIVE Uve» ere 
provided, with extra 
one* collected along 
the way. 




ONCE Inalalled Ihe 
radar proves 
invaluable. Keep a 
close eye on K and 
you won't rind yourself 
suddenly atumbfirtg 
unawares into a nasi 



A NEW craft la 
wrtl-ahieided, 
especially al the front, 
but enemy lire soon 
removes this 
protection II you don't 
keep moving. 



= 
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appearwhenlheareaaroundyouisquiel Thiss 
another example ol the program making the best 
use ol avaiiabie processor lime 

The system was originally crealed by Domimt 
Robinson, but alter his departure lo Veklor 
Graftx it was Steve Turner who tookup Ihe task in 
hand and saw Ihe syslem through to completion 
Andrew Braybrook's alien manoeuvre system 
as lound In Uridium and Paradmid was 
adapted to Simulcra. and Darren Eto provided 
some lechncal roullnes with John Cumming 



working on iho styling ot the objects. 

The loam's 3D system is certainly flexible 
enough to be adapted lo other types ot game, 
which is good news tor aH ol us Bui whai ol ihe 
lulure ot 3D In general? 

Sieve Turner is convinced lhat Iher e is not a lot 
o< room tor improvement in programming 
routines (lo* example. Simulcra uses no less 
than 27 different methods ot placing shapes on 
Ihe screen) There are many refinements lo be 
made m the appearance ot 3D objects. Fully 



(extured polygons are a step forward, as are I'ue 
curved lines (at present the only way lo create a 
curve is to use lots ol small straight lines). 

To give 3D graphics a very realistic look wilt 
require a mixture o* painiedand vector graphics. 
Surfaces will be defined as Mat pixel 'maps' and 
thon wrapped onto vectored polygons (you may 
remember lhat a similar technique was used by 
3D Pool programmer Nik Pelting m ShowCase m 
Issue 15) When this son ol technology becomes 
a reality 3D graphics will be very exciting indeed. 



THERE are 30 levels of increasing 
difficulty, split into six different styles. The 
first flvo scenes are Spaceports, followed 
by five Starcarners. five Cities, five 
Computer Circuit Boards, five 
Start orlresses, and, the most testing of all 
- five Mazes. 




SIMULTIPS 




THE HARDEST aspect ol Simulcra to master is 
flying it's ail too easy lo go careering out of 
control into an energy banter and come to a 
sfjekyend Ityou wish lo hop over a short gap and 
don't have room to gel up speed for a glide then 
try (rvs (pHOVKted you have a boosler) Move 
right up to the edge ol Ihe gap then lake off and 
mmedialety push ihe joystick up This results m 
a small hop which, w«h practice, can be used to 
and in a very (ighl space 

RETREAT immediately If you enlor an area with 
many enemies Now withdraw your wings to 
piesentacc»dentalgltdlng Whenyounext attach 
ou should Hoop moving, even if this means that 
oursholsareiessaccurate(stand4ngBlill allows 
in© enemas to target you easily) Quickly identify 
the most dangerous throats and pick them oil 
with missiles before taking out Ihe remaining 
craft with loser fire. 

RY NOT todestf oy enem#s lhat are separated 
from you by an energy banier They may drop 
pods with useful add-ons which will then be 
aoyond your reach II you come under heavyfke. 
steer clear rather than fighting back 




THE ENERGY generators are your primary targets. Just one 
well aimed missile Is all It takes to remove a generator and 
neutralise this section of energy barrier. The quantity of 
generators lo be destroyed Increases on later levels. 




ST 



Simulcra is very impressive indeed. It's 
simple enough to pick up and play but isn't 
so empty as to become monotonous. The 
objects are small, but (eaturo a surprisingly 
high level of detail, and there's plenty of them on screen 
at once. Each surface is shaded relative to a fixed light 
source, which results in a realistic feel as enemy craft 
gradually fade into the darkness as they retreat. The 
most remarkable aspect ol Simulcra though, is the 
overall speedand subsequently pace of play. Simulcra is 
littered with special effects - the successful player is 
treated to some pretty explosions on scoring direct hits. 
These sequences are accompanied by quality spot 
effects which help to enhance the atmosphere 
generated. Highly recommended. 



This should be virtually identical to the ST 
version seen here. Both price and release 
date are identical. 

Unfortunately there are no plans at present 
for a PC version. A pity really, as the already 
swish action would look even saucier in 
VGA. 




PC 



PLOT YOUR OPPONENTS DOWNFALL ANDJHE 





■ 



it an seems so easy, 
but can you beat the 

micro or your partner, \ » 

at this hideously mind I ml 4 r^^^ t MWkm p Ifl F ; 

boggling game. 

Special blocks will give you extra lives... GREAT!... but believe me, you'll need 
to take every advantage of this software's hardware! You'll need the skill of a 
Rubi-Cube master and the reflexes of a pigeon at a skeet shoot! Plot your move, 
take aim and block 'em out!... It's that simple... as simple as grilling ice cubes! 

CBM AMIGA - ATARI ST 

Ocean Software Limited • 6 Central Street • Manchester • M2 5NS 
Telephone: 061 832 6633 Telex: 669977 OCEANS C Fax: 061 834 0650 
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THE ONE 



From deep within the land of Gor- 
bachov and Glasnost a sequel to Tetris 
has risen. Gordon Houghton puts on a 
short skirt and learns to dance Cossack 
style. 

YES, FOLKS it's that famous load of blocks again, Not 
content with the reputation of having designed the most 
popular multi-format puzzle game ever, Alexei Pazhitnov, 
full-time Russian mathematician, part-time Russian 
mind-bender, hasbeen brainstorming again. And what he's 
come up with is more of the same - only this time he's 
twisted his brain round another dimension: Welltris is 
Tetris in 3D. 

Instead of falling down the screen, the blocks fall down 
the sides of a well. At its base there's a square in which the 
bricks have to be arranged in straight lines. Speed of fall and 
level of difficulty are selected from a straightforward menu 
before you start - but whatever the level, there's one basic 
rule: the more lines you create at once, the higher your 
overall score. 



GETTING your 
blocks to form ■ 
single straight line 
Is relatively easy - 
at least on the 
slower levels. The 
trick Is to creale 
simultaneous 
double, triple, 
quadruple - even 
quintuple lines. 

The Next Brick 
Display Is a useful 
guide to planning 
ahead but you can 
always switch II 
off. 






BLOCKS appear randomly from the top of any of the well's four 
sides. From there they slide down the side Into the grid at the 
bottom, where they keep on going until (he wall or the 
presence of other bricks force them to stop. Keyboard controls 
allow you to flip shapes over and rotate them clockwise or 
antl -clockwise around the well. 



REVIEW 



WELLTRIS 

Spectrum 
HoloByte And 
Infogrames 



PRICE £24.99 
OUT September 
GRAPHICS 69% 
SOUND 56% 
PLAYABILITY 92% 
VALUE 95% 

OVERALL 

94% 



ATARI ST 
PRICE £24.99 
OUT September 



IBM PC AND 
COMPATIBLES 

PRICE £24.99 
OUT September 



t r i s 



THE MORE 
mistakes you 
make, the less 
room there Is to 
manoeuvre. With 
several no-go walls 
at once you really 
are In trouble: the 
only way out !• a 
speedy rescue or 
death 



THE REWARD tor a hefty score Is a step 
up the ladder of success to the neit level. 
Here you are graced with a new graphic, 
a burst of Russian folk music and (aster 
falling blocks- To make life that little bit 
harder you can access the later levels 
right from the start. 




a*^v2 



DROP a block down the comer of the wel 
and it spirts Into two when It hits the bat* 
Friction means that separated halves 
travel less distance than ordinary blocks 
and may come to a standstill before an 
obstacle is hit. 



Despite being a runaway success on every 
other possible format, Tetris on 16-bit never 
looked too hot. At the root of its problems 
was a half-hearted attempt to render its 
blocks in 3D. What hampered the payability then is what 
transforms it now. Welltris doesn't just create the 
illusion ofdepth.it genuinely adds an extra dimension to 
t he yameplay. There are only a couple of new shapes but 
the four-sided well, no-go areas and corner pieces add 
immensely to the potential for different game strategies. 
There's scopefor all sorts of elaboratecolumn and cross 
formations - and the more you play it the more 
sophisticated your tactics become. Unlike Rainbow 
Arts' Block Out, which falls down a touch on the 
graphical presentation of the 3D blocks, Welltris gives 
you the best of both worlds: the flexibility of a 3D well 
and the visibility of 2D bricks. The control method is also 
a lot easier to get to grips with - just four keys, rather 
than Block Out's eight. Welltris is frustrating, frighten- 
ingly addictive and great fun: it's got everything that 
Tetris had - and more. 

ST Welltris should look, feel and sound 
exactly like its Amiga brother: you won't be 
able to tell the difference unless you look at 
the sticky label on the disk. 
Good news for PC puzzlers. Expected at 
exactly the same time, featuring identical 
gameplay but fewer sound effects, PC 
Welltris comes in CGA and EGA. Details on 
VGA, Roland and AdLib compatibility have yet to be 
confirmed. 




"Welltris is 
frustrating, 
frighteningly 
addictive 
and great 
fun: it's got 
everything 
that Tetris 
had - and 
more." 



THERE may not always be enough room 
at the base of the well for a particular 
block. The offending piece is wedged up 
against the side of the well and turns ft 
into a red no-go zone. No block can be 
rotated across that wall until three further 
bricks are dropped. Create lour red zones 
at once and you block the well. Game 
Over. 



1 



ST 



PC 




THE MAGNIFICENT seven original Tetris 
shapes make up much of the standard 
Welltris stock of blocks, but there are a 
few additions. Mostly they make life 
easier, but complei bonus blocks (which 
bear a hefty wodge of extra points) are a 
tad harder to tidy away. 
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REVIEW 



TIME 
MACHINE 

Vivid Image 
Design And 
Activision 



AMIGA 

PRICE £24.99 
OUT September 
GRAPHICS 83% 
SOUND 80% 
PLAYABILITY 89% 
VALUE 85% 

OVERALL 

88% 



ATARI ST 
PRICE £24.99 
OUT September 



IBM PC AND 
COMPATIBLES 

N/A 



Time 
Machine's 
brilliantly- 
conceived 
puzzle 
element sets 
it apart from 
the pack and 
makes it one 
of the most 
unusual but 
entertaining 
arcade 
adventures 
around." 



THE ONE 



SEPTEMBER 1990 



J 



Gary Whitta turns back the clock with 
Vivid Image Design. 

DOES time really exist? Do events flow through a spatial 
continuum at a constant rate, or is it nothing more than a 
concept that man dreamed up to make life seem more 
orderly? If you travelled faster than the speed of light, would 
you arrive at your destination before you left? Does time 
stop inside Black Holes? 

Is it possible to travel through time? 

Professor Potts is about to find out. For years he's been 
developing and building a Time Machine, with the intent of 
travelling back through history and into the future. And at 
last it's finished. The only problem is that there are some 
less-than-friendly terrorist types who would like to have the 
scientific marvel forthemselves. And the result... Professor 
Potts stranded somewhere in time without his machine and 
no means of getting back. What's worse, the Earth of The 
past is in trouble, and unless he does something quickly, not 
only him but the whole of time itself could be in grave 
danger... 



AN ANIMATED 
attract sequence 
sets the scene. 
While working on 
his revolutionary 
new time machine, 
the brilliant but 
slightly eccentric 
Professor Potts is 
unexpectedly 
attached by 
terrorists. When a 
stray bullet hit the 
lime machine, a 
freak worm-hole In 
the space-time 
continuum Is 
opened, and Potts 
Is catapulted back 
through lime to 
One Million Years 
BC. Now he's not 
only got the find 
the crystal that will 
power his Time 
Machine In the 
future, but also 
make sure that the 
planet will have a 
future at all. 





"The time is 
out of joint. 
Oh cursed 
spite, that 
ever I was 

born to set it 
right!" 

Hamlet, Act 1, 
Scene 5 



AS PROFESSOR Potts explores his new surroundings In the 
Prehistoric Age, he soon realises that the Earth could be In a 
lot of trouble in later years unless he can now make the 
necessary changes to aid the planet's evolution. In each Time 
Zone the Idea is to solve links in the chain to assure the Earth's 
immediate future and thus create the next Time Zone. In the 
first Time Zone, you cool down the planet (volcanic geysers 
threaten to overheat It) and ensure the safety of the furry 
mammals that will in time evolve Into human beings. 



WHEN YOU travel from one Time Zone to another, you. position In space doesn't 
change. Effectively when you re-appear, you are in exactly the same place on the 
same scroen, but in a different time. This river, for example, is found on the same 
screen in every Time Zone from Pre-Hlstory to the Present Day. Less permanent 
landmarks, however, disappear as the years go by and are replaced by more modern 
scenery. 




PREMIER MAIL ORDER 




TIME TRAVEL is essential to (he solving of 
some problems. For ciample. if you need 
to cross a deep swamp in the Prehistoric 
Age, you could go to another Time Zone 
where by that time the swamp may not be 
so treacherous - it could have frozen 
over in the Ice Age tor example. Then you 
could cross easily and, on the other side, 
beam back to Pre-History and carry on! 
But beware, as your actions could change 
the course of history and have drastic 
effects in later Time Zones. It's enough to 
make your head hurt_. 



TIME travel is simply a matter of hitting 
the right key, but moving about in a 
physical sense can be a bit hard on the 
old legs. Fortunately the Professor has 
brought with him a handful of Telepods. 
When placed on the ground, these small 
wonders can be used to teleport the 
Professor from place to place but you 
can only visit a screen where a pod has 
been placed. The Telepods are especially 
useful for crossing screens with rivers 
and swamps, as H you put one on either 
side, you can beam across with ease. By 
placing them In different Time Zones, you 
can travel In lime and space 
simultaneously! 




EACH Time Zone comprises five screens, 
shown in miniature in the status area 
above the main display. Each row in the 
grid represents one Time Zone, and each 
column one location. Any Time Zones that 
haven't yet been 
created are left 
blank. If a problem 
develops on any 
screen. It flashes 
amber or red 
(depending on Ha 
seriousness) and 
it's up to you to 
get there and sort 
' out - and fast! 





YOUR primitive ancestors range from 
Yetis and Cavemen up to Terrorists In the 
present day. Their consideration for your 
plight is negligible, making Ihem a 
downright nuisance. Fortunately your 
Zap per Gun holds any attackers at bay by 
delivering a nasty electric shock. It's also 
helpful for 'stunning' any live obiects so 
you can move them around. 




i 



First impressions of Time Machine are that 
it's little more than an average arcade 
adventure. Further investigation reveals 
that it runs a lot deeper than that. The time 
travel element isn't just a story idea - it's the most 
integral aspect, and very cleverly handled, too. The way 
in which you have to hop back and forth through history 
to solve problems adds an extra dimension to the 
proceedings (literally!). Even though the puzzles aren't 
so hard as to be off-putting, you do need to think laterally 
to solve them. Vou often have three or more 
simultaneous serious problems requiring attention at 
different points in time and space, which means it can 
get pretty hectic. Apart from the scenery's obvious 
colourful qualities, the little historical changes that are 
made to the five screens as you progress through time 
all enhance the overall effect. Time Machine's 
brilliantly-conceived puzzle element sets it apart from 
the pack and makes it one of the most unusual but 
entertaining arcade adventures around. Timeless) 

Apart from a few colour changes in the 
backdrops. Atari Time Machine is identical 
lo its Commodore counterpart. The price 
and release date are the same, too. 
Sorry IBM owners, but there are no plans for 
an IBM-compatible conversion. 
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Titles marked * are not yet available and will be sent on day ol release. 

Please send Cheque/PO/Access/Visa No. and expiry date to: 
Dept THO Trybridge Ltd, 8 Buekwins Square, Burnt Mills. Basildon, 
Essex SS13 1BJ 

Please state make and model of computer when ordering. 
P&P inc. UK on orders over E5. Less than £5 and Europe add £1 per item. 
Elsewhere please add £2 per item for Airmail. 
These offers are available mail order only. 
Telephone orders taken: Monday to Friday - 9.00am to 7.00pm 
Saturday 10.00am to 4.00pm 
Tel orders: 0268-590766 
Fax orders: 0268-590076 
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ENCYCLOPEDIA 
OF 

WHAT'S THIS? A magazine within a magazine? 

Well, almost. 

It's the fourth installment of a never-ending partworfc. 
A partwork of the most comprehensive gameplay 
guides yet seen. Everything you need lo know 
about... well, everything to do with 16-bit games 
really. We can't guarantee to cover every 16-bit 
game in the whole world ever, but as momentum is 
gathered over the coming months you can be sure 

we will try (!). 

Some guides happen' in one month, others are 
spread over two. three or even four months 
depending on their size and how much (of the game) 
is to be given away. For example, this month the 
solutions' to the last levels of E-Motion are provided 
along with the cheat mode and special bonuses - 
last month we gave away levels 15-30. This gives 
you enough time to play for yourself. And of course if 
you get stuck, you know help isn't far off. 
Three guides are featured. And there are more to 
come - of games both old and new. So dig out 
those ageing classics that you never quite 
completed. The One will show you the way. 
Should you find that, when a guide is complete, you 
have something extra to add, don't hesitate to write. 
The beauty of this system is its flexibility - addenda 

can be added at any stage. 
Also, if you have any suggestions for future guides - 
or you have any complete solutions (including maps 
where appropriate) - don't hesitate to send them to -yUlC HflfMITIJ 
us. Anyone who provides sufficient useful material \WS IVII IN I H 
will be suitably rewarded with software of their w 

choice. 




EMOTION 

us 



ASSEMBLY INSTRUCTIONS 

Putting a guide together couldn't be simpler. Some 
pages are individuals in their own right (Figure One), 
while others are fold-outs sono cut is necessary - simply 
fold them so that approximately one centimetre is visible 
(see Figure Two). So, here we go... 

i) Remove the centre section. 

ii) Splice the pages down the middle. 

iii) Assemble the parts in numerical order. You may wish 
to wait until you have all necessary sections of a 
multi-part guide before you put it together. 



CUT 

FIGURE ONE: A 




Secret Bonuses. Cheat Mode 

PROJECTYLE 

Bectronic Arts 
Part Two 

FEATURES 

More Tips! 

FLOOD 

Electronic Arts 



FEATURES 

FOLD-OUT Adversaries Genera) Tjps 
FIGURE TWO: A Fold Out Map. Maps Maps Maps! 
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OOPS A DAISY! 

Yes, unfortunately. Pages five and six of the first part of 
the Projectyle play guide in the previous issue got a bit 
mixed up, which makes it impossible to use. Also, some 
of the E-Motion diagrams got a little scrambled. 
Fortunately they are all reprinted in centre of this issue, 
just so you don't lose out. 



SORRY! 

The final four Zany Golf courses have been suspended 
this month. Normal service should be resumed in time for 
the next issue. 



Special binders will be on sale through these pages 
in due course, but for the time-being, pop into your 
local stationers and buy some of those two-part 
metal fasteners. We also recommend you purchase 
a box of sticky ring reinforcements from your local 
stationers and plop one on each hole (don't forget to 

punch them out first) 
If you don't already own a hole -punch, you can 
either buy one (inexpensive really) or create .your 
own holes by using a sharp point (eg: a pencil). But 
make sure a) you put some Plasticene beneath the 
hole zone', and b) you have an adult to help you 
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The Year 2014 - New York is lost lo organised crime. 
Only a valiant few remain loyal to law and order 
-They are THE WARRIORS. 

You, as 'THE WARRIOR' have to fight your waythrougl 
the streets to save New York using an 
awesome array of devastating ^CTt 
weapons. If you fail, New York 
will be destroyed by a nucleai 
device planted in the World 
Trade Centre. 
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OUR PRIORITY : CAMEPLAY 

"From my point of view, the game has kept me sjttif* i ip at nights 
and through holidays and weekends for up to 12 hours at a 
stretch witl \ minuscule breaks for food and other necess.Ues. 
stretch, w tn mmu ^ hesita(jon „ fecomm endmgto 

anyone wth ten the slightest mterest in Amencan Football. 



ATARI 
USER 
REVIEW 



IBM PC: Hercules, CGA, EGA VGA 5V*" or 3 V£ ' d* ■ £29.95 
ATARI ST: All STs, TV/Mono/Colour rnon.lors £19 .95 
AMIGA: Due late September. Call for details £19.95 

HEADCOACH V.3 



THE GAME 

Headcoach is Ihe complete American Football 
simulation. You take charge o( the latest recru.t 

to the National Football League, and through 
skillful design of gameplans and the use of the 
college draft, build up a 45 man squad to keep 
V our fans happy and win the Superbowl. 
Unlimited seasons, and aging players, produce 
a realistic game of fluctuating fortunes. 

THE MATCH 

The match is a game in itself taking about 40 
minutes to complete. With 26 offensive plays 
and 21 defensive plays, there is ample scope to 
match your gameplan to the skills of your 
squad, and exploit the weaknesses ot your 
opposition. It's here where the strengths and 
weaknesses of your own players are 
highlighted. 



TRAINING CAMP 

Here is an opportunity to assess your players 
before they take the field. The appropriate 
coach will give you his view of the current form 
of any of the players and how they are 
performing in training. The current sharpness 
of any player can be assessed from their time in 
the 40 yard dash. Wide receivers, cornerbacks, 
running backs and linebackers are all positions 
where speed off the mark is crucial. 



THE MIDNIGHT OIL 

The Midnight Oil, 

Dept TOI, 

18 Hazelmere Road, 

Stevenage, UUO 

Herts SG2 8RX 721936 



COLLEGE DRAFT 

During the 1b match season, plus whatever 
playoff matches you achieve, you will find 
yourself praying for a second classy running 
back or wide receiver, or need to beef up your 
offensive line (too many sacks). There can be 
many weaknesses. The college draft should be 
used to find those stars of the future and make 
sure that they're playing for you. 

STATISTICS 

The statistics section will encapsulate your 
learn s, and your player's, season. Total yards, 
rushing yards, passing yards, k.ck-oH returns 
punt returns (and averages for all these). 

interceptions, sacks all these are kept for 

each match, the whole season, for the team, 
and for each player. MVP votes are 
accumulated for the season. American Football 
is a game of stats and this simulation sustains 
that. 
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SUMMERTIME 
SPECIAL OFFER 

£1.00 off all Amiga/ST 
titles 
Just tell us in which 
magazine 
you saw our advert then 
deduct 
£1.00 
from our advertised 

price on each 
title that you order. 
Otter ends 
September 28th. 
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Tel: 0902 25304. Fax : 0902 712751 
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• GREMLIN TRIPLE PACK. 

AXELS MAGIC HAMMER. 
SWITCHBLADE & MlNDBtNDER 
ST AND AMIGA f 16 99 



•HEROES* 

BARBARIAN 2. RUNNING MAN. 
STAR WARS & LICENCE TO KILL 
ST AND AMIGA f 19 M 



•PREMIER COLLECTION 2- 

MERCENARY. ELIMINATOR. 
BACKLASH _ CUSTODIAN 



• POWER UP- 

KENNY DALGLISH SOCCER 
MANAGER. COSMIC PIRATE & 
CHARIOTS OF WRATH 
ST AND AMIGA E13W 



•AMERICAN DREAMS. 

HOSTAGES. BUBBLE GHOST & 
SUPER SKI SIM 
ST AND AMIGA £16 99 



• WORLD CUP COMPILATION. 

KICK OFF. TRACKSUIT MANAGER 
& INTERNATIONAL SOCCER 
ST AND AMIGA C16 •» 



•ALL TIME FAVOURITES' 

TEST DRIVE. MEAN 18. FAMOUS 
COURSES 1 & 2 AND HARDBALL 
ST AND AMIGA f 19 99 



• TRIAD VOL 3. 

SPEEDBALL, BLOOD MONEY & 
ROCKET RANGER 
ST AND AMIGA £19.99 



• MAGNUM FOUR. 

OPERATION WOLF. 
AFTERBURNER. DOUBLE 
DRAGON AND BATMAN THE 
CAPED CRUSADER 
ST AND AMIGA f 19.99 



• THRU! TIME PLATINUM VOL 2- 

IKARI WARRIORS. BUGGY BOY. 
BOMBJACK. SPACE HARRIER. 

LIVE AND LET DIE. 
THUNDERCATS. BEYOND THE 
ICE PALACE AND BATTLESHIPS 
ST AND AMIGA £16.99 



•WINNERS- 

THUNDERBLADE. L.E.D. STORM 
BLASTEROlDS AND IMPOSSIBLE 
MISSION 2 
ST AND AMIGA £19.99 



• GIANTS. 

GAUNTLET 2. STREET FIGHTER. 
1943 AND OUTRUN 
ST AND AMIGA £19.99 



3.5 inch DOUBLE SIDED, DOUBLE DENSITY WITH LABELS 
1 £0.79 
10 £6.99 
25 £16.99 

MOUSE MATS £2.99 
ST & AMIGA EXTENSION LEADS £5.99 
AMIGA 1/2 MEG EXPANSION £49.99 
AMIGA 1/2 MEG EXPANSION ( CLOCK £59.99 
AMIGA 1/2 MEG EXPANSION t DUNGEON MASTER £59.99 
AMIGA 1/2 MEG - CLOCK • DUNGEON MASTER £69.99 



ORDER F6RU AND INFORMATION 

All ord*ft *«nt FIRST CLASS tubf** to w__bllty. Just til In tht coupon ma Mod « 
o: SOFTWARE CITY. Unit 4. Th* BOC. 21 T«ip_ St,**. Wc4Ywr_rnpton. WV2 4AN 
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PAYING BY CHEQUE 
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MURDER 

US Gold 

AMIGA 

PRICE £24.99 
OUT September 
GRAPHICS 73% 
SOUND 65% 
PAYABILITY 80% 
VALUE 85% 

OVERALL 

83% 

ATARI ST 
PRICE £24.99 
OUT September 

IBM PC AND 
COMPATIBLES 

PRICE £24.99 
OUT September 



THEY ALSO 
KILLED 

MURDER isn't 
Ihe most pleasant 
ot subjects, bul 
here lor your 
delectation are 
some ot the more 
' famous ' people 
whodidit. 

JACK THE RIPPER 
mutilated and 
murdered live 
women prostitutes 
In the Whitechapel 
area ot London in 
1868. Despite many 
theories hta 
Identity has never 
been confirmed. 
JOHN REGINALD 
HALLIOAY 
CHRISTIE was 
chief witness at 
the murder trial ot 
Timothy Evans 
accused of killing 
his wile and 
daughter in 1953. 
Evans hanged. 
Christie later 
confessed he had 
committed the 
murders himself 
along with the 
killings ot four 
other women 
whose bodies he 
hid behind a false 
wall and under the 
floorboards in hit 
house. 

PETER SUTCLIFFE 
the Yorkshire 
Ripper attacked 
and killed 13 
women In l 
four-year reign of 
terror between 
1976 and 1980. 
Two further victims 
survived- 
THE MOORS 
MURDERERS Ian 
Brady and Myra 
Hindley were 
sentenced lo life 
imprisonment In 
1966 for the torture 
and murder of 
three children. 
Since then Brady 
has claimed he 
killed five more. 



THE ONE 



Che Daily » <Chranicle 

June. 19 1941 

MURDER! 

Sleuth is called in to 
investigate foul play »t 
Gbastley Manor . 




THE LOCAL 
newshound is a lot 
faster on the draw 
than those 
blockheads at 
Scotland Yard. 
Within minutes the 
tragedy's gory 
details are In print. 
Clicking on the 
date, the name ot 
the house and the 
difficulty level 
configures the 
constituents ot an 
entirely different 
murder Exactly the 
same conditions 
create exactly the 
same murder 
twice. 







Lord A 
Max ^ 

Sleuth ^ 


»U1VB WW 



IN DEFERENCE to the real police, the corpse is left lying exactly where it was found 
throughout the Investigation. The victim. Mr Charles Innos was found stabbed in the 
storeroom by Jenkins the butler. What was Innes doing down here In the servants 
halls anyway and why was Jenkins carrying a paper knife? It may be wise to question 
that butler. 




A QUICK look at Ihe map reveals the 
layout of the manor's expansive rooms. A 
butler belongs In the pantry. Lord Alfred 
Andrews, supersieuth and amateur 
detective extraordinaire, decides to begin 
his search there. 





A corpse, a house full of suspects and a 
sleuth. Somewhere in the mansion a 
murderer lurks. Kati Hamza dons her 
Deerstalker. 

A HOUSE PARTY in the country. Upstairs bright young 
things wander acrossthe lawnssipping cocktails, dance the 
Charlston and tell tall stories. Downstairs the butler keeps a 
close watch on the bottles in the wine cellar and rules the 
pantry with an iron rod. 

Suddenly there's a blood-curdling scream. Murder! 

It's going to take two hours for the man from the Yard to 
make it. That's enough time for any amateur sleuth to get to 
the root of the problem and you just volunteered. If you 
uncover the murderer before the cops arrive you get 
enough praise to set you up as a new-age Holmes for the 
rest of your life. Fail and your name is Watson. 

Murder is capable of generating up to three-and-a-half 
million different murders, each of which has its own entirely 
logical motive and can be solved on four difficulty levels - 
from Novice to Super Sleuth. All actions, from making notes 
to arresting the culprit, are icon controlled and for the sake 
of atmosphere everything is viewed in period black and 
white. 



A BRISK walk through the corridors of 
Ghastley Manor brings our hero a step 
closer lo his goal. The butler Is still 
nowhere to be seen but someone has left 
something equally suspicious lying 
around. Supersieuth Andrews Is a little 
shortsighted so he uses his magnifying 
glass cursor to get a closer look. Aha! A 
knife. 
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KINGSLEY OF THE YARD 

MURDER is the brainchild ol Jason Klngsiey 
(graphics) and Granl Harnson(programming). a 
gruesome twosome known as Klngsiey Har- 
rison Theideao'ciealingcharactersandputting 
them together m an interactive situation camo to 
Giant a couple of years ago when he was stll 
working on the C64 {on games like Savage and 
Beach Buggy Simulator) but he felt it was 
something thai wouldn't quite work givon the 
memory limitations ol 8-bit machines. Both 
Grant and Jason have a keen interest in 
detective novels - Sherlock Holmes and Agatha 
Christie in particular - sowheniheygottogether 
on wruti turned out to be Grants first 16-bii 
project (Jason had already worked on Better 
Do ad Than Alien and Imageworks' yel-to-be- 
releasod Blade Warrior) a whodunnit seemed 
the most appropiiale theme. 

They wanted lo create "a game we could piay 
ourselves" and that's why I hey opted lor an 
mleracttve murder generating system rather 
than a senes ot stones (hey had to make up Irom 
scratch themselves By lar the mosl time- 
consuming part of the whole affair was to 
structure Ihe relationships ol the characters 
within ihe game how they interact, whether 
crushes are rec^wocated or not. and so on 'The 
rest of it was purely cosmetic graphics and 
presentation mostly " 

Neit tho boys are planning a hush-hush 
proiect on CD-ROM and an even bigger 
interactive adventure; not necessarily a murder 
but "something with lots of puzzles' and "a 
whole universe ol interactive characteis " 
Meanwhile, they still enjoy playing Iheir own 
game: they have even been known to lose! 



■read kntf» ^ 



'i> sorry but there don't 
miv limer prints on 'lie 



■ III'. if to 

Meat knife. 



1 



ACCORDING to Ihe amateur detective's manual there's only 
one proper course of action to follow on finding a possible 
murder weapon (there are 20 scattered about the house in 
every game): check H for fingerprints. Andrews clicks on the 
fingerprint icon and Ihe image appears. Now It he can only 
match It with the butler's print by finding an object he knows 
he's been carrying he may have something of a flimsy lead. 



AT LAST po-faced Jenkins makes his 
appearance. He's simply going about his 
own business. Just like everyone else. The 
world doesn't stop Just because 
somebody died. They carry on with their 
petty love affairs. Iheir family quarrels, the 
financial blackmailing and their jealousy. 
And usually they want to hide all their 
dirty linen from the Investigator. It lovers 
are holding hands they are guaranteed to 
separate when Andrews enters the room. 
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THE MOST 
successful 
murder game of 
all lime is 
Waddinglons 
board game 
Cluedo also 
available in 
computerised 
form courtesy of 
Virgin 

Maslertrontc. Il 
was invented in 

1944 by 

Anthony Pralt, a 
solicitor's clerK 
is sold in 73 
countries 
worldwide and 
has been 
transformed mio 
a film and more 
recenlly a 
television se 



NOW HE'S found him the butter has no 
option but to answer the investigator's 
questions. As an experienced amateur 
Lord Alfred is capable of formulating all 
sorts of elaborate queries using the icons 
at the top of the screen. The butler is 
grilled on the deceased, his relationship 
with other guests in the house, what he 
knows about certain objects and who's 
been in what room. For the most part his 
answers are less than enlightening: 
there's obviously a lot more dirt to dig up. 



LORD ALFRED'S best friend is his 
electronic notebook. It's where 
information of people, places, motives and 
clues needs to be studiously logged and 
is automatically cross-referenced. You 
never know what obscure connections 
might become apparent when you study 
your entries later on. Nevertheless Lord 
Alfred sometimes finds it necessary to 
make more copious notes by hand 
elsewhere. 





Most whodunnits have one major problem. 
There's no point in playing through the story 
twice because you already know the plot. 
Murder is different: three-and-a-halt million 
cases and four difficulty levels throw up enough shady 
evidence to satisfylhe keenest Sherlock Holmes and you 
never getthesame plot twice. Patience isthe key: it takes 
some lime lo get used to the controls (which are 
occasionally a touch awkward) and the logic of solving a 
case. Unless you make a lucky break oarly on you are 
likely to spend the first few minutes getting absolutely 
nowhere, partly because although they always interact 
with each other most characters have a limited amount 
of information to give. A few more imaginative answers 
(and more atmospheric sounds! would have cont- 
ributed a lot to the levol of realism. Once you have got a 
lead, however, detective mania really sets in and you 
won't be satisfied till you crack the case. Agatha Christie 
fans and Columbo lovers start counting your money: 
Murder is one of the most engrossing whodunnits 
around. 



i|ST 



The ST's murders are configured in a 
different order but in the eyes of the law the 
guilty and the innocent remain exactly the 
same. 

Murder, mystery and suspenseare doled out 
in exactly the same proportions for PC- 
owntng investigators. There aro the usual 
sonic limitations and graphics are in EGA 




SECRETS 




blowing entertainment , 



HOTLINE AS. 

0898299380°"*" 

msntttr l.lwlu.N Mi N.KiMtM.WinrKfc.CfM MA? 

CaUscrogedat 2Sp pe< mnufe ctieop 'Ule und J8p per mirxjleot all OfW time* 
( As* *loeve< povt phone DM ) ,. 




NEW in SOUTHEND 

LM SOFTWARE 

* latest software 

* desktop publishing 

* books & accessories 

* KICK OFF 2: £15.95!! +0.95 postage 

LM SOFTWARE 3k»mm Mathews 
1 Queens Road SOUTHEND Essex 
Open 9.30 - 5.30 Monday to Saturday 
Phone 0702 435182 Fax 0702 435196 



SONY 3.5 DISKS SONY 

THE BEST DISKS - THE BEST SERVICE 



DISKS USEOURCreOTCATOttTUVI'l 

103.5"DS/DD £8.50 ACCESS 07*? 776*6 VISA 73 

253.5"DS/DD £19.00 Wf ONLY USE SONY DISKS. THE 8ES 1 

503 5-O&OD £36.00 AVAILABLE. LPETIME GUARANTEE. 

1003.&-DS/DU £66.00 SAME DAY DtSPATCH NEXT DAY 

2503.5'DS/DD £149.00 EtUVEfiY STANOAPO EXCEPT WOO 

5003.5"DS/DO £269.00 DISKS rYHICh TAKf 3 DAYS. PHCE5 

INC VAT | POSTAGE I YEAR 

BRANDED BUWMfTH ON HMDWAH *EA5£ 

10SONYDS/DD £12 60 RING OP YrWE FOR MORE DETAILS 

30SONVDS/DD £3300 ^ „, P0 ;S ro 



AMIGA MEM 

NOCLOCK £49.99 
WITH CLOCK £59.99 

DRIVES 

AMIGA CU MA NA £79.99 
STCUMANA £89.99 

COMPUTERS 

ATARI 520STE £279 

STEPOWERPACK £369 

AMIGA BA TP ACK £369 



HARDWARE DISTRIBUTION 

DEPT (TO). 19 DIVISION STREET. SHEFFIELD, SI 4GE 
TELEPHONE ORDERS WELCOME ON 0742 726485 



and VGA. 




COMPUTER GAMES 
HELPLINE 

Our live operators can help with your 
problems - Ring us between 12 noon 
& midnight, 7 days a week on 

0898 338 933 

We can help with over 600 adventures 

WEUD hive cheats, lips and hints for 100's of arcade games for 
all computers and consoles! 

WANTED! - Your hints, tips, cheats etc. 
Prizes lor the best each month, send them to: 

Guiding Light, P.O Box 54, S/W Manchester MIS -II s 



It ii jil.iihi-i mill-- 




REVIEW 



THE KILLING 
GAME SHOW 

Psygnosis 



AMIGA 

PRICE £24.99 
OUT September 
GRAPHICS 87% 
SOUND 85% 
PAYABILITY 89% 
VALUE 84% 



OVERALL 

87% 



ATARI ST 
PRICE £24.99 
OUT November 



IBM PC AND 

COMPATIBLES 

TBA 



THE KILLING 
GAME 
SHOWS 

TEN OF 

television's most 
painful 
prize- winning 
programmes. 
Watch Ihem at 
your peril... 

3 2 1 with Ted 
Rogers 
Blankety Blank with 
las Dawson 
Bullseye with Jim 
Bowon 
Catchphrase with 
Roy Walker 
Family Fortunes 
with Les Dennis 
Punchlines with 
Lenny Bennett 
Sticky Moments 
with Julian Oary 
Strike tt Lucky with 
Michael Barn/more 
The Price Is Right 
with Lesl« Crowthef 
Winner Takes All 
with Jimmy Taifjuck 



THE ONE 



SEPTEMBER 1 



THE 



Killing 




Game 





Show 




AND OUR first 
contender is off. 
He'd better get a 
move on if he's to 
avoid that water. 
Blam! There goes 
the first alien... 
What a start What 
s start! But can he 
keep it up? 



NOW HE'S slipping 
awsy from the 
liquid and heading 
on towards a 
diamond. He 
should be able to 
collect that one 
without too much 
trouble. But as you 
can see on your 
screen, folks, there 
are still 97 
diamonds to find 
before he can 
escape from this 
cylinder. 



WITHIN minutes 
our brave 
contestant is down 
to |ust 72 
diamonds with 
more in sight. Uh 
oh here comes 
trouble. A swarm 
Of aliens are 
heading straight 
for him. How will 
he cope? 
Remarkable! He 
takes a leap In the 
air and with a 
single volley wipes 
out hatf of his 
attackers. What a 
show this has 
turned out to bet 
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And now, live from Psygnosis - it'sthe 
quiz of your life! [cue: music and 
applause]. Or should we say FOR your 
life. Ha ha ha. But seriously, folks, let's 
hear it for your host — Laurennnnnnce 
Scotford... [cue: rapturous applause]. 



NO-ONE knows what tomorrow will bring, but one thing 
about the future is sure: television game shows will literally 
be the death of us. Even the Japanese game show 
Endurance is going to looklike Children's Hour compared to 
the stuff our grandchildren will be watching. Stuff like The 
Killing Game Show... 

Psygnosis' program of this programme takes place 
within a hollow cylinder laced with platforms and walls 
Your task is to escape, intact, from each cylinder. And 
looking at the specification of your craft that doesn't seerr 
too difficult. It hops, kangaroo-style along the platforms 
and can even climb walls - provided its leaps are 
well-timed. 

Theonly problem is thecylinderisslowlybutsurely filling 
up with a deadly liquid that destroys anything it touches 
And as tf that wasn't worrying enough there's a host o* 
malicious creatures to keep you company. Against all these 
odds, only those who play hard will fare well. 



CLIMBING chains 
Is s handy trick to 
master - 
especially when a 
quick getaway's ^ 
required. More - 
useful sun Is the 
ability to fire and 
climb 

simultaneously. 
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HERE'S a neal idea. After you lose a lite your actions arc instantly replayed (as 
Indicated by the 'R' In the corner ol the screen), so you can sit back and enjoy your 
(Inost moments and learn where you went wrong In the process. Better still, you can 
retake control at anytime during the replay. 



The Killing Game Show is slick in every 
aspect - from the TV show opening 
sequence to the action replay feature. It's 
immediately obvious that a lot of thought 
has gone into its payability and accessibility. Although 
simplistic in concept, the action is fast-paced and tense, 
with the atmosphere enhanced by colourful, detailed 
scenery (there are eight distinctive graphic styles used 
to make 1 6 attractive levels) and a driving soundtrack to 
suit the pace of the level played. For palatable platform 
pranks with a difference you won'tgofar wrong withThe 
Killing Game Show. 

Oue for release in November this one should 
be almost identical to what's seen here. The 
only major difference will be a slightly 
smaller colour palette for the visuals. 
There are no plans for a PC version at 
present, but since Psygnosis has converted 
most of its best-selling games for PC there's 
still a possibility. 
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VENUS: THE 
FLYTRAP 

Gremlin 
Graphics 




ATARI 
PRICE 

OUT /jPlow 
GRAPHICS 84% 
SOUND 73% 
PAYABILITY 87% 
VALUE 76% 

OVERALL 

83% 



£19.99 
Now 



AMIGA 
PRICE 
OUT 

IBM PC AND 
COMPATIBLES 

N/A 
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THE FLY'S 
THE LIMIT! 

FOUR superfly 
lads you didn't 
want to know 
about (lies... 



FLIES Oo not digest 
their food Internally. 
They first vomll 
corrosive internal 
fluids onto food which 
help io break It down 
The eemt-llquidlsed 
product is then easily 
Ingested 

ONE TYPE o( fly 
responsible tor tfM 
oeam o( millions is the 
mosquito. Malaria ■ 
only transferred by the 
female mosquito as 
It's only the female of 
the species that bites. 
Malaria (s actually • 
parasite which rirsl 
■allies In the liver and 
then multiplies and 
snacks red blood 
cells. 

SWATTING files Is not 
easy. The reason they 
nearly always oat 
away Is that they are 
highly aansltlva to 
changes In air 
pressure and can 
dated the approach 
of any last moving 
object Fly swatters 
work simply because 
they have holes In 
them, allowing air io 
how through and 
causing a far smaller 
change in air 
pressure. 

THE MAYFLY has an 
average life span of 41 
hours, |ust enough 
time to male end ley 
egg* The eggs lay 
dormant until the 
M lowing year, 
whereupon a new 
generation of May 
Files hatch and breed 



The star of Gremlin's platform- 
orientated shoot 'em up is a mean 
mechanical fly. Laurence Scotford is 
afraid... Very afraid. 

THE ECOLOGY of the Earth has been 
ruined. Man's need for larger and more 
efficient food production systems has led 
to over-intensive farming and excessive 
use of deadly pesticides. This has 
resulted in the destruction of every form 
of insect life on the planet. In an attempt to restore order, 
scientists set to work to create a race of cybernetic insects. 
But once theinseclswereunleashedthings went drastically 
wrong. An error crept into the genetic programming of 
these artificial arachnids and arthropods, sending them on 
a wild rampage which threatens the entire world. 

Thiseven greater threat to the planet needs to be arrested 
before too much damage is done. In a last-ditch attempt to 
survive, the scientists went back to the drawing board and 
created a huge mechanical killer fly to annihilate the rogue 
creatures. 

What this all boils down to is negotiating simplistic 
platform arrangements and destroying anything that gets 
in the way. And a fly's gotta do what a fly's gotta do... 




VENUS has 50 levels split Into 10 worlds. This Is the Forbidden Forest, the opening 
world. There's nothing too demanding here, even tor the least competent of players 
so you should be able make it to the next world on your first play. World Two s not I 
easy though... 

FLY SWOTTING 

YOU NEED lo know your enemy, so 
here are some ol the more common 
aggressors encountered In Venus. 




SOINGS bounce 
around and can causa 
plenty ot problems 
They often appear In 
pairs, so mind your 
be-:* 1 



BATMOTHS Irritate 
but are easily 
destroyed. Two or 
three often appear 
from lha aide of the 
screen, eo move fasti 
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PADS clotted around the scenery affect the fly In different ways 
ranging from Time Loss to Continuous Jumping. The most 
disorientating effect is Reverse Gravity. Step on this pad and 
you suddenly find yourself upside down and clinging to what 
was the cavern roof. Manoeuvring from this position takes 
some getting used to. but soon becomes second nature. 




FLY TRAPS don'l 
move but present a 
tough obstacle. 





GUNS are particularly lrK*y 
shot before peppering Ihem 
watch out for Its return of fli 



Wail until they fire a 
with bullets. But 



POWER-UPS are an important aspect of 
Venus. Host dead aliens leave behind a 
metallic capsule, which, when shot, 
reveals a pick-up ripe for collecting. 
Collectables Include simple bonus 
objects, extra lives and a vitality bonus - 
a small heart with wings that files away at 
soon as it is released, so you have to be 
quick to catch one. 




BETWEEN levels you are treated to a bonus shoot em up stage. The Idea Is simple: 

shoot as many of the passing Insects as possible Apart from adding to Y°" r 

this stage la Invaluable for collecting power-ups In preparation tor the ne«t gruelling 

world. 



pi^HB From the moment that the introductory 
[•*sL sequence begins it's obvious that a lot of 
r*l I tender loving care has been lavished on 
■1MB Venus It has a clean, polished feel. Each 
world is colourful, with large, well-animated adver- 
saries, all accompanied by a palatable ditty and suitable 
spot effects. The most impressive aspect of Venus 
though, isthecontrolof the fly. It'spossibletodetermine 
your jumps with a great degree of accuracy, and there 
are some neat touchos which add character - like the 
way the fly's wings flutter when it's perched on the edge 
of a platform. Despite proving a little repetitive at times, 
Venus represents an entertaining challenge. Worth a 
flutter... 

There's little to separate this from the ST 
version. It's marginally more colourful, but 
this enhancement in no way affects the 
gameplay. 

There are no plans at present for a PC 
version. It shouldn't prove too difficult lo 
convert, but only if there's sufficient demand 
will anything occur. 
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Zolo, an apprentice to the 
Master of the Guild of 
Magicians, is young, 
talented and wise beyond 
his years. Though he has 
another 400 years of 
apprenticeship to serve, 

Zolo has given glimpses of 
brilliance. His reward 
is a chance to enter 
the Guild provided he can 
cross the bewitched and 
dangerous world of Fumo, 
the dragon. Ihe world of 
Fumo is colourful and full 
of cute but intelligent 
inhabitants. There are 
many hidden levels and 
rooms which can only be 
entered after solving 
different puzzles. 

Zolo will need all his 
guile, wit and mastery 
of his craft to solve 
the complex puzzles. 
His youth and agility will 
be an asset as he journeys 
through the bewitching 
colourful land of Fumo. An 
arcade adventure full of 
colour, superb graphics 
and intrigue, to grip your 
attention from start to 
finish. 
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Bi-monthly NRG Colour Futuristic Cyberzine, each wilh reviews of 40 games & more 
• Release Schedules, issued bi-monthly, with advance release inlormatica 
. Sales hotline, to 8pm weekdays, 1 0 to 5.30 Saturdays. nn 
. Fast despatch of stock items. Most lines in stock. 1 0. UU 
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Atari Lynx 



Official UK Version. In slock at lime of publication. 



NRG ipforwunced energy) 
Nuws. Reviews and Graphics 
Screen shols. pack snots, charts, latest Giga-Savere. 
40 colour reviews m every issue CDTV is coming soon 
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the Cyborpunk NRG street gang - It's Cyber-'antaslic! 
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OR JOIN EUROPES BIGGEST ADVENTURE CLUB 



Games sent individually wrapped by first class post 

We send written confirmation of order {receipt). 
■ In the event ot delay, refunds on request. 
• No commitment, no obligation to buy 
The best games at the best prices 

AMIGA and ATARI ST Software 
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OFFICIaAL SECRET! 



OH ADVI N 1 uhl s and ROLI PI AYINQ Bind MORI 



All the benefits ol Special Reserve plus: 

Confidential. Ouf 32 page bi-monihly magazine <s essanlial 
reading lor Ihose mtereslod in adventures or role playing games, 
/hiien by experts. Contnjgnital has covered everything dom How lo 
Hosl a Murder lo WriK;h FI6 Flight Simulator? Our agents, led by 
Ihe Master Spy known as "The Boss Upstairs", seek out the 
v secrets of RPG s. FRP's. MUG's. PBM's. Leisure Sun Larry, 
The Russians. Elvira and more 

.• Sim City ot Drekkhon rrp 29.99. 
Choose one tree with membership 
OtDrakkhen. ST Action said: "Drakkhen 
really impressed me. For me. the game was a 
subtle cross between my all-time favourite. 
Dungeon Master and the SSI tantasy role -playing 
games The graphics are 
superb . . Overall. Drakkhen 
ts an e»cellent RPG. one that 
will take quite some time to 
beat" and Zero said: "Absolutely brilliant*. 
Of Sim City, ACE said: "Sim City is a politician's 
or a gamosplayer's - dream., comparisons 
spring immediately to mind with Populous but 
Sim City seems to have much mare depth. . * and 
C& VG said: "Sim City is utterly tab" 

Myth. Written by Magnetic Scrolls, authors ol The Pawn | 
exclusively tor members ol Official Secrets Myth is a mini adventure 
set in Ancient Greece. 
In it you'll meet The 
Ferryman, cheat Death 
and tace the nine- 
headed Hydra Mylh 
Includes Ihe famous 
Magnetic Scrolls parser 
and graphics and is 
Included in the price of 
membership. 
Amiga Format said: 
"An e»ce»ent adventure... 

wnty. cunn.ng and just plain good lun' if you liked Fish! you'll probably 
ike this, because Ihey're very similar in style, you may even prefer 
Myth, it's thai good!" 

Myth Ratings. Crown 91%, C U 90%, Amiga Format 87%, TGM 85% 

• Adventure Halp-line. Manned weekdays until 8pm and on 
Saturdays - to help you solve most games. 

Annual Membership to Official Secrets 

With 6 issues of Confidential, Myth. ^ 
Drakkhen or Sim City. Help-Line p/Q QQ 
and membership of Special Reserve. «vi7 
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Special Reserve or Official Secrets 
P.O. Box 847, Harlow, CM21 9PH 

Eosting members please enter I" 
your Membership Ho. L 

Special Reserve £6 UK, E8 EEC. E10 World or 
Official Secrets £29.99 UK, £34.99 EEC, £39.99 World 
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REVIEW 



OPERATION 
STEALTH 

Delphtne And 
US Gold 

AMIGA 

PRICE £2499 
OUT Now 
GRAPHICS 82% 
SOUND 86% 
PAYABILITY 87% 
VALUE 80% 

OVERALL 

85% 



THE ONE 



SEPTEMBER 1990 



ATARI ST 

PRICE 
OUT 



£24.99 
Now 



IBM PC AND 
COMPATIBLES 

PRICE £29.99 
OUT September 

COME A 
UTTLE 

CLOSER... 
DELPHINE'S made 
b few minor 
enhancements to 
Its Clnematlque 
system since Hs 
debut In Future 
Wars. Perhaps the 
most notable 
Improvement Is the 
tact thai you don't 
nood to be 
standing on top ol 
an object lo 
operate it your 
on-screen persona 
now walks to the 
Item In question. 
It's a shame then 
that your character 
doesn't use the 
same level of 
Initiative when It 
comes to walking 
across the screen. 

Unlike, say. 
Lucasfllm Games' 
Indiana Jones The 
Graphic Adventure, 
where Indy walks 
around objects to 
reach the Indicated 
destination, In 
Operation Stealth 
Mr Glames has to 
be set a series ot 
'way points' around 
any obstacles. 
Maybe things will 
be different with 
the next release. 
Cruise For A 
Corpse... One other 
tweak which 
(fortunately) didn't 
make It on the final 
Amiga version ot 
Stealth Is the use 
of the machine's 
In-bullt speech to 
read out the words 
on screen. Among 
the catalogue of 
vaguely amusing 
(but eternally 
Irritating) 
pronunciations 
were Sleal-th 
instead of Stealth 
and M R Martinez 
Instead of Mr 
Martinet. 




Operation St 




AT THE Washington headquarters ot the CIA, your mission 
(code-name Operation Stealth) Is explained. While the Russians 
are the prime suspect, scraps of information have pointed to a 
small war-torn South American country called Santa Paragua 
one agent has already been dispatched there, and you have to 
rendezvous wtth him to find out what he knows. With nothing 
more than a briefcase and an air ticket, you are off In search ot 
the Stealth. 




A FILM-LIKE opening sequence sets the 
scene as the credits roll. Just before the 
Stealth Is put through Its paces at Its 
secret Air Force base, the test pilot la 
'subdued' and an impostor takes his 
place. Before anyone realises what'* 
going on, the Stealth Is up - and away. 
No-one knows where it went, and of 
course trying to track It would be 
pointless. 



Invisible. Silent. Stolen. The world's 
most advanced fighter plane has 
disappeared and only John Glames can 
find it. With a little help from Gary 
Whitta of course. 




SANTA Paragua is not a pleasant place 
it only takes a look at the airport to work 
that out. With diplomatic relations 
between Santa Paragua and the US at an 
all-time low, you may even have trouble 
getting past the armed guard with your 
American Passport.. 

HAVING found some privacy In the toilets, 
a little messing around with your 
briefcase reveals a secret compartment 
and a mechanical passport falsifier. With 
this electronic wonder you can produce a 
more suitable passport. It's worth bearing 
In mind that Santa Paragua's relations 
with France have been pretty good of late. 




IT'S THE MOST expensive military aircraft 
in the world. Radar sees straight through il, 
and as (ar as Sonar's concerned, it doesn't 
exist. It can perform high-speed low-level 
bombing runs virtually undelected. dogfight 
at high altitudes and outrun almost anything 

- else m the air. In short, the US Air Force's 

tabled F-19 Stealth Fighter is one serious piece of hardware. 
And it '5 gone. 

Nobody knows exactly how or who, but the F-19's 
disappeared from its top secret lest site and the government 
isn't loo happy about losing the linchpin ol (he United Slates' air 
superiority. Now it's up lo theCIAtogel it back before it'stoo late. 

And so begins Operation Stealth, the second game (otter 
Future Wars) to make use of Oelphine Software's revolutionary 
Cinematique adventure system. With no text-input required, all 
commands are executed via the mouse and a series of 
pull-down menus. As James Bond-like CIA agent John Glames, 
it 'syour job to track down the Stealth and ensure its sale return to 
the right hands. 
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Everything OK, 




Befor» you ftave'ririe to 
orcrxxnce a wore, tr»# 
r«ceoticmist barbs out 

FULL 1 ', ujhich 
j»*s c*-*r*ii nuch how he 
r *els about uou 



IT WORKS! The 
guard is only too 
happy to lei you 
pass. That's the 
first of many 
problems that 
stand between you 
and the Jet The 
girl at the 
Information desk 
has a mysterious 
telegram that could 
lead you to the 
rest.. 




ONCE out of the 
airport and In 
town, meeting up 
with your contact 
Is Priority Number 
One. But for some 
reason no-one 
seems keen to 
help you, and 
anyone that does 
may not be what 
they seem. Even 
the other agent la 
difficult to find. 
When you 
eventually make 
contact, the plot 
takes a quite 
dramatic twist.. 



GETTING people to pay attention to you in 
the Bank, or getting a room at the local 
Hotel can be major problems if you don't 
know the score. The Bank comes In 
handy for dealing with money (provided 
you can find some In the first place), and 
the Hotel, while at first seeming a quiet 
enough place, Is a gateway to even 
deeper trouble.- 



Operalion Stealth's strength (s Us strong 
storyline. It's constructed in such a way Ihal 
there's always something to see or do - and 
thai something is normally finding a way to get 
out ol a light spot. The James Bond espionage feel is 
effectively recreated (Glames is never seen in anything but 
his tuxedo), and the bad guys are very bad indeed. There's 
even a love interest! Thankfully the difficulty is well graded so 
that there's nothing too off-puttingly devious awaiting in the 
early stages. Once you gel half-way through though, you can 
expect to be tested to the limit Visually Stealth s a treat, and 
the music score, while not as impressive as that in Future 
Wars, heightens the atmosphere - particularly during the 
frantic arcade sections. In fact the only aspects that really let 
the s>de down are the Cinematique system itself (which 
hasn't been greatly modified since the first game and 
therefore still isn't as ideal as its potential suggests) and (he 
nasty' factor of some of the puzzles - even when you know 
how to solve them you can have some trouble telling the 
program what you want to do. Bui these are only minor 
blemishes on what otherwise is a highly-polished and 
playable adventure. Ian Fleming would love it. 

The only major difference between this and the 
Amiga version is the sound - there's slightly 
less of it and it's not quite so 'solid'. But apart 
from that it's more or less identical, right down to 
the number of disks it occupies (three). 

Cunently under development in France, IBM 
Operation Stealth promises to support all major 
graphics cards and sound boards. September 's 
the time, and £29.99's the price. 
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IF AN ADVERT 
IS WRONG, 
WHO PUTS 
IT RIGHT? 

Wfedo. 

The Advertising Standards Authority 
ensures advertisements meet with the strict 
Code of Advertising Practice. 

So if you question an advertiser, they 
have to answer to us. 

To find out more about the ASA, please 
write to the address below. 

Advertising Standards Authority, 
Department X, Brook House. 
Tbrrington Place, London 
WCIE 7HN. 

ASA 

This spare Is donated in Ihe int erest s of high standards 
in advertisements. 
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BECOME A SPY IN THE SKY! 



FOR MOST OF US. watching age-old 
James Bond movies on Bank Holiday 
Mondays or playing the part ot John 
Glames in Delphlne's Operation Stealth 
is the closest we will ever come to the 
glamour and excitement ol high-frying 
spying. At least until now. Thanks to US 
Gold you could become a big noise in the 
world ot International Espionage with a 
Complete Spy Kit! 

To help you speed to the very top ot your 
new profession, this pack includes only the 
most vital items that every spy about town 
would need. First there's a compact and 
easily-hidden STATE-OF-THE-ART 
CANON CAMERA - a camera with a 
difference. When you need to see those 
shots you took ol the top-secret 
documents in a hurry, there's no need to 
take the film to Boots. Nope, you simply 
plug the camera into the back ol the telly 
and view your work on screen! 

And that's not all! Also included is an 
even more compact CASIO COLOUR 
POCKET TV - ideal lor whiling away the 
long hours when you get shut in car boots 



Courtesy Of US Gold And Delphine 



by Red Agents, or while hiding in the 
fuselage of escaping helicopters. 

In the spy trade, time is an all-important 
(actor, and seeing as things can often get a 
bit rough, you need a watch that will the 
time in all situations. And it s for that very 
reason that we have thrown in an 
everything-resistant CASIO DIVERS 
WATCH . This baby isn't troubled by water, 
shocks, explosions or searing 
temperatures - even if you are. And it 
goes on telling Ihe time whatever the 
weather. Like we said, invaluable. 

And of course you need something to 
get all this gear through customs 
unnoticed. Something like a SMART 
LEATHER BRIEFCASE complete with 
near- unbreakable locks and a handle. 

So what do you have to do to get your 
hands on all this gear? These live easy 
questions are all that stand between you 
and a lile of intrigue... 







# 




Send your completed entry (don't forget your name and address) to I Spy, The One. Prion/ Court, 30-32 Farrlngdon Lane. LONOON EC1 R 3AU 

toarrivenolaterthanthe 28th September 1990. 



FOR 
ENTRANTS 
EYES ONLY... 

The editors' s 
decision it final 
and no 
correspondence 
will be entered 
Into. Employees of 
EMAP and US 
Gold are not 
allowed to enler. 
And by the way. 
The One accepts 
no responsibility 
for its readers 
being detained In 
foreign countries 
on charges of 
spying as a result 
of this 
competition. It you 
get caught, that's 
your problem 



Name 1) 



Address 



3). 
4) 
5) 



1 ) John Glames works undercover for the CIA - but what does the acronym 
CIA stand for? 

2) What's the name of Delphine's forthcoming Cinematique adventure with 
an aquatic theme? 

3) Name three actors to have played James Bond on screen. 

4) In which fictional South American country is Operation Stealth set? 

5) What's the name of author John Le Carre's most famous, happy-go- luc*t 
spy character? 
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ARE YOU. 
U.K. NO. 1 



Computer Football Association dedicated to 
promote execellence in soccer simulation 
on home computers has selected 
ANCO'S KICK OFF, voted the 
GAME OF THE YEAR and 
its follow up KICK OFF 2, as the games for: 

1 990 C. F. A. 
CHALLENGE CUP. 




PRIZES 

The Winner - 1990 challenge Cup & £ 1000 
The Runner Up - 1990 Runner Up Cup & £500 
Last 16- Medals & £100 each 




ASS*? 



CONDITIONS 

All games will played under C.F.A. rules A copy of ll is available on request from the address 
below Preliminary round* will us* KICK OFF on the Amiga or ST and will be playad al National 
Level 

The last sixteen eompetitor'a will play using KICK OFF 2 on Amiga or ST at the International 
Level 

All matches will be played on a knock out basis. 

VENUE 

There will be a number ol venues for preliminary rounds. Exact locations will be selected on reciept 

of application. 

Last 16 matches, Quarter Finals, Semi Finals and Finals will be played on Sunday 9th December al 
the Computer Shopper Show at Wembley. Prizes will be presented at the show. 

HOW TO ENTER THE COMPETITION 

For immediate membership ol the C F A . entry lee A full set ot rules. Please send, enclosing an 
S A.E , A cheque or postal order for £5.00 to address below. 

Please makechequepayablelotheC. F A. In return you will recievetheC.F A "Competitor's Pack" 

and entry to the competition. 

Last date of application is 17th October 1990. 

The first round of competition will start on 3id Novembei 1990 



NOW WITH MUTANT SOFTWARE 



475 STAINES RD, BEDFONT, MIDDX, TW14 8BL 
OR CONTACT STEVE ON 081-731 S999 FAX 081 7S15760 






VAXINE 

The Assembly 
Line And US 
Gold 

ATARI ST 
PRICE £19.99 
OUT Late 
September 
GRAPHICS 93% 
SOU NO 88% 
PAYABILITY 92% 
VALUE 84% 

OVERALL 



AMIGA 

PRICE £24.99 
OUT Late 
September 



IBM PC AND 
COMPATIBLES 

PRICE £24.99 
OUT October 
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! THESE hat) globe-shaped bases are what 
■you have to protect at all coat. The vtrui " THm Tij 
! cells are out to seek and destroy them. 

and should they manage to knock out the 

lot. It's game over. 



YOUR supply ot aniibodlos (s limiled When you run out ol all three colours, all is | 
effectively lost. Fortunately there are bonuses to be had once a level is completed. 
Strings ot stars snake onto the screen, providing the opportunity to completely 

replenish your ammunition supply 



(THE SPHERICAL virus cells start as singular entities, but after a 
short while they bump Into others and join together, making 
altogether more dangerous genetic strands. When three or 
more virus cells get together, they go oft In search ot the 
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THE ONLY way to destroy a virus cell Is to 
shoot it with one of your antibodies. You 
have three type*, one tor each ceil colour. 
Shooting a cetl with an antibody of the 
same colour destroys it. Shooting a virus 
cell with a different colour releases a star 
coiled it (or antibodies ol another 
ir. 
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IF THE going gets lough, more 
sophisticated antibodies are on hand to i 
save the day. With the right combination 
ol mouae clicks you can launch multiple 
antibodies (joined by strands In the same M 
way as the virus cells) which hang around 

the screen waiting for something to *J 
attack. When a large enough virus ■ 
develops, the antibody locks on, homes In S 



and wipes It out. 
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THESE doorways don't transport you around the screen as 
they (reo/e time, stopping all the virus cells in their tracks, 
lasts until you lire an antibody. 
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you might expect. Instead 
However, Ihe etfect only 
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HaMaaaJ While first impressions could lead you to 
[a^L J believe you are in for a huge and sprawling 
p»J I dextral adventure experience, what Vaxine 
MssssUI boils down lo is a straight 3D shoot 'em up 
with a slight tactical bent. It's possible to trace Vaxine's 
roots all Ihe way back to Battlezone. although here the 
stylish gameplay is more sophisticated than Atari's 
ageing classic. The pace is fast and frenetic, and the 
tactical elements aren't so complicated that they 
overshadow the action. The result is a game that's quick 
to pick up and great fun to play. The icing on the cake 
comes in the form of the off-beat atmosphere, courtesy 
of psychedelic colour schemes and wacky jingles and 
sound effects. And, as an added bonus. Atari STE 
owners can make use of their machine's advanced 
capabilities with a special option that gives the same 
amount of colour and sound as the Amiga version. 
Infectious! 

Commodore Vaxine promises to be almost 
identical to its Atari counterpart. The most 
noticeable difference will be more colour 
than is seen here. 

If you have it, IBM-compatible Vaxine 
supports it - CGA, EGA. VGA, plus Roland 
and AdLib sound cards. It's due out shortly 
after the 16-bits. so hang on in there. 
— - — 
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ONLY GREMLIN 

SEE US ON STAND H6ATE 



EARLS COURT 
LONDON 





Caff MW on S 



■6/ 32 <CPQ oP.i.ar, 

mi,* a amain 

<Ck. filar, cT<C 

Dab from <n little ai €1.00. O-er 600 

dab to chooie from. 
Send 25p ilamp for loteil catalogue or 
El 25 for Catalogue Dak which ako 
contains other PD/Shorewore progromi 

Why pay more? 
35, Northcoie Rood, Sirood, Kent ME? 2DH 

Tel 0634 710788 



SOFTWARE EXCHANGE 



Alan ST prog«ams FRE 
The economicaJ way lo | 
Don I led 



mioo Amiga and 
: MEMBERSHIP, 
lorvo your hobby 
vo programs on the snrtf collecting 
oust Gel fTOiacement* to sort your tastes in 

5ortwaro tor a frarton ol the ooM ot no* 
programs. How'' - Just send a SAE lor lull 
details In 
UK Software Exchanoe 
Club (THO) 
15 Tui*ihi G-eave 
Shemold. 55 9GB 



ATARI AND 
AMIGA SOFTWARE 

ma " *" "* dittt. 

'OB "■It Apply ~>a and Kirn your Hr»i loui 
yame. «i H *,ound 1.W0 .»ft>r gnt OAWhH »ll« 
■ - ■ Jfaili , MmM (| mMrewed 

m Mcphone rtmdm to Friday, 'omlOpnv 



AUr.WOSI'Vmi'w 

t*5t aUAUIY CWS1S 

<np <Jti**ty ufilebattad KW dmble vdad il>Ui 

3&S8 i£!S'^L*. Mto-IMK 

Happy Discovery cnnridges (or the SI 

Only fl« to o. DM to loi j 

Ute* nmma «■ Solhtn and Mt»ng up 

»"d 5t Kiftwate lo dale 

- ' 1 »l Me* 

GAMES & SOFTWARE 

°W< THO. 35 Tilbury Road. Thorn. v Clo«a. 
Sunderland SR3 4PD 
Tel 1091) 521 6361 

P'op: P Taylo* 



COMPUTACHAT 

*" B . :.t|,i- ,,, IT „, ., W , m ,,,„,,„„.„., 

o- ? h.i* Wou^e&o rniluXiVSrarai<=S 
DkJCo Wud .Murribaair.te^^ihutitD lOpeooUa 

nrwa th» u(™ mm,, o-n. hot***. 

iotCl^ tumpjwil S-ap hp. pot**, even 

'"9 Coihpiaoifejl on 

0898 338939 

tapw* on hand to -- \ ■ ,.;m n r - r ti'eji i u 

GUIDING LIGHT, TO Box 54 
SOUTHWEST MANCHESTER MIS 
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ATARI ST/STE - AMIGA 



Games for HIRE or PURCHASE 
TRY before you BUY 
At least 15% off all software 
Guaranteed Originals 
We have the LOWEST Membership & Hire Fees of any 
ST & Amiga Club 
Try our Public Domain at LOW LOW prices 
Swop your originals in our SWOPSHOP 
SPECIAL AUGUST OFFERS FOR NEW MEMBERS 
New releases added WEEKLY 
Monthly Newsletter plus lots of Membership 
Interaction 

Please enclose LARGE S.A.E. to: 
Cum-Com Software (International), Dept THO, Mermaid 
House, Norwood Street, Ashford, Kent TN23 1DG 
Please state format. 





You can't take it with you when you go. So why not spend it on a subscription to The Dne? For £24, anyone in the UK ca 
The One delivered to their door, once a month for a year. The equivalent service for Europe costs £33 (Letter Mail) or £42 
(Surface Mail). Air Mail delivery to The Rest Of The World costs £52. Send Cheques. Postal or Money Orders to: The One 
Subscriptions, PO Box 500. Leicester LE99 OAA. Alternatively. Credit Card Owners can use the Subscriptions Hotline on 

(0858) 410888. Subscription Enquiries are answered on (0858) 410510. 

FULFILMENT: ALAN WELLS INTERNATIONAL. MEMBERLINE HOUSE. FARNDON ROAD. 
MARKET HARBOROUGH. LEICESTER LE16 9NR. 



1 




Amiga peripherals that won't 
cost you an arm and a le 



P&00 



RAM 



M. E. S. aren Y tied down to any one 
manufacturer. Our aim is to bring you the best 
Amiga peripherals from all over the world. 
RAM UPGRADES 

MES HALF MEG (with free 1 MB Demo) £37 
MINIMAX + 2 MEG INTERNAL £249 
EXP 8000 + 8 MEG INTERNAL (2MB fitted) £329 
MICROBOTICS 8-UP 8 MEG A2000 (2MB fitted) £289 
SUPRARAM 8 MEG A2000 (2MB fitted) £289 
HARD DISKS - SYSTEMS BY VORTEX, XETEC, 
GVP, SUPRA, MICROBOTICS - CALL FOR PRICING 
68030 ACCELERATOR CARDS - A2000 FROM £699 

A590 RAM UPGRADES 

V2MEG £^ 1MEG £0Q 2MEG £^35 



.... COMPETITION 

Win a floppy dr(Ve , 



name and a dd S. a,0n9With >' our 




Access 



TRADE ENQUIRIES WELCOME 

Send cheques to: Dept AUI 
Memory Expansion Systems Ltd. 

Britannia Buildings, 46 Fenwick Street, 
Liverpool L2 7NB 

(051 ) 236 0480 < 051 > 236 0480 

PRICES ARE SUBJECTTO CHANGE WITHOUT NOTICE * 051 ' 227 2482 




24 Hour Sales 
24 Hour Fax 
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IVAN 
IRON MAIM 
STEWART'S 
(TM1 SUPER 
OFF-ROAD 
(TMI RACER 
Virgin Games 
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AMIGA 

PRICE £24.99 
OUT September 
GRAPHICS 71% 
SOUND 79% 
PLAYABILITY 90% 
VALUE B3% 

OVERALL 

87% 



ATARI ST 
PRICE E24.99 
OUT September 



IBM PC AND 
COMPATIBLES 

PRICE £24.99 
OUT September 




THE FIRST track's 
easy enough to 
negotiate just to 
let you get in the 
mood. Through a 
combination ot 
hustle, bustle and 
sheer skill, the red, 
Nosbltt-controlled 
truck (centre) Is 
leading 
(information 
courtesy ol the 
status panel In the 
top right-hand 
comer) and is 
about to boost his 
bank balance by 
collecting a bag of 
cash that's just 
appeared. 





Ivan Ironman' Stewart's 



(TM 



Brian Nesbitt steels himself fortherace 
of a lifetime against the legendary 
Ironman. 



BASED on the popular American indoor arena event and 
converted from the little-known Leland coin-op (the 
company's only other claim to 'fame' is the American 
Football 'simulation' Quarterback, converted by Mel- 
bourne House), Ivan 'Ironman' Stewart's (TM) Super 
Off-Road Racer (TM) is truck racing pure and simple. 

Sat in your 'tuff truck alongside three opponents (two of 
which may be human-controlled), your objective isto win at 
all costs to beat the Ironman himself and collect as much 
money as possible in the process. 

To test your mettle to the full there are eight different 
tracks, played both clockwise and anti-clockwise and|ust 
to keep you guessing, the later tracks appear aftor 
repetitions of the earlier ones. Each track is contoured with 
bumps and jumps, dips, the occasional water trough, 
'chicane', 'crossroad', and even a short-cut 

Hard work, butonly those with nervesofsteelcan melt the 
Ironman. 



BETWEEN races you get 
the chance to spend some 
of that hard-earned 
moolah on 
performance-boosting 
equipment for your truck. 
And you need it the 
computer -controlled 
opposition gets 
considerably tougher on 
later courses. Apart from 
the more obvious 
additions, the Tires 
Improve steering, while 
the Shocks enhance the 
truck's road holding sc 
you don't bounce about 
so much. If you get 
desperate for equipment 
you can always trade any 
spare credits ft* 100,000 
dollars. 




ALTHOUGH Graltgokf as a whole made these 
conversions happen, there ate three mam 
names behind trie Amiga. Atan ST and PC 
versions Former Commodore 64 coder Gary J 
Foreman handled Ihe Amiga and ST programm- 
ing, with ex-Spectrum man David O'Connor 
working on (he PC side of things, and Jason 
Page to worry about Ihe sound. Everyone else >« 
the team helped out with Ihe piay-lesting 

Conversion work began in November ol last 
year, but the total time spent was more like six 
months as Gary and David took lime out to help 
wlthotherGraltgoklwares Despite its appaient 
simplicity. Ironman was not an easy game to 
convert- . 

"Latandgaveusthecoin-op'ssourcecode - 
over halt a megabyte and in 280 ■ but we played 
the arcade game 10 death to familiarise 
ourselves with It" David reveals 'We were 
grven all the essential graphics as well, but we 
ended up taking pictures tor reference Most ol 
(he graphcs have been touched up a little bit by 
John Curnmings." 

The most interesting thing about this baby is 
Ihe attention to detail -The program uses a 
lormula lor each whool which is matched up to 
align the car so rt doesn't bend ihe axles. " Gary 
explains " The way the program handles aiiihe 
gravity, end the bouncing along the contours of 
the backs and so on - if does it all properly. You 
can see In the source code that Leland has all 
sods ol fancy calculations to do everything nghi 
II didn't seem necessary tor this son ol game but 
Ihey did it H does mean that it plays really well 
with all the lorces ol collision calculated. It's a 
fairly accurate simulation ot a real truck * 

David continues. "The trucks look like they 
were designed on a CAD program lor all Ihe 
angles and lighting and everything, and then 
shrunkdown Theresnowayyoucoukldrawan 
those Our trucks aren't the same size as the 
arcade's - we made them a little bit bigger. To 
shrink them down and still make them look like 
trucks is tricky But most ol ihe arcade graphics 
are in there Certainly none ol the essential ones 
are missing. The conversions have got the right 
number at dust clouds and splashes and waving 
■tags all that sod of stuff.* 

"It's been difficult lo ht it all into halt « 
megabyte. * Gary adds. "We had lo shrink the 
tracks and touch them up a bit tlte arcade 
game 's 30 character lines deep and we can only 
have 25 - but it's not really made a big 
diHerence. We have to toad m each track 
separately, although the one megabyte versions 
load m aH tracks only or 
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THE GOING gels a 
little tougher on 
Track Two, with a 
decidedly difficult 
'chicane' of sorts 
to pass at the top. 
As the Ironman 
makes waves In 
the water trough in 
the centre, the 
dust clouds My as 
our Brian races 
along the straight 
in fourth place. 
He's going to have 
go some if he's to 
collect the Nitro at 
the top. 





BRIAN didn't 
manage to beat the 
best and ended up 
using one of hfi 
three credits to 
bribe the officials 
into allowing him 
onto the third 
track. This course 
is the first to 
feature a devilish 
crossroad, where 
ovewealous 
drivers often fly off 
onto the wrong 
part of the track. 
As our Bri's about 
to demonstrate, a 
well-timed burst of 
Nrtro is the only 
way to fly... over 
the cabs of the 
opposition and Into 
the lead. 



Super Off-Road ™ Racer 





They certainly don't make 'em like they used 
to. eh. Ironman'sa new name to the world of 
computer racing, but its gameplay's almost 
as old as the man himself. This is no Sad 
Thing. In fact, it's a Very Good Thing, because apart from 
Activision's rather reasonable conversion of Atari 
Games' Super Sprint there'sbuggerallinthisfield that's 
of any merit. Ironman's undoubtedly the best yet though 
as it feels so good. It's straightforward, no-nonsense fun 
all the way, even without other human players to hand, 
and as such comes highly recommended. 

There's no discernible difference between 
this one and what's seen here. You can 
expect to see t he ST version at the same ti me 
as the others. 
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A LIVING LEGEND 

FEW PEOPLE have the necessary mental and 
physical stamina required to endure the 
bone-shaking pounding experienced in the cab 
of an off-road race truck or the endurance lor a 
250-m.le. non-stop trek through the desert Ivan 
Ironman' Stewart obviously has 

Stewart. 4*, is off-road racing's "Irving 
legend" He broke into racing in 1971 and has 
been with the sport as It's evolved Stewart 
currenlly represents Toyota in both the Mickey 
Thompson Off-Road Champcnship Gran (sic) 
Pnx senes (stadium short-course racing) and the 
SCORE/HDRA series (long-distance desert 
races around the Southwest US and Mexico, 
Stewart (oined Toyota in 1983 and has a 
sizeable number of off-road racing victories to 
hts credit, including three Baia 500s. two Mint 
400s. the Gold Coast 300, four SCORE World 
Championships and many stadium events. 

Stewart's Ironman handle comes from his 
early BaiaracingrJays He receivedan Ironman 
award lor each Baia 500 Of 1000 win. Mickey 
Thompson called Stewad The Ironman Of 
Off-Road Raong' and the tag has stuck since 



WITH the race over (Penn taking a convincing first to NesbhTs 
fourth) the prizes are presented. And just look at the size of 
those |ugs you get to handle! They look great on the 
mantlepiece, but there's more to racing life than just trophies. 
Beat the Iron Man himself and you get a sizeable wad of 
100,000 dollars. The Mary Whltehouses among you will be 
pleased to hear that there s a censor dipswitch on the arcade 
machine. This allows scrupulous arcade owners to flip between 
two sots of graphics, one with the girls fully clothed and the 
other, more revealing version seen here. "The girls with bikinis 
aro the only we graphics we were given," says PC programmer 
David O'Connor. "There are a lot of unused graphics In the 
arcade machine like a complete set buggies. They probably 
didn't have the memory to use everything.'' 



PC 



HEAVY METAL MUSIC 

IRONMAN S many tunes and spot effects were 
converted by Jason Page Jason's sonic talents 
came to the lore wflh hts SFX work on the 
Rainbow Islands conversions and more 
recently he was responsible for I ho music and 
SFX lor Paradrold 90 Jason's idols include 
Chns HulsDech (Rainbow Arts). The Maniacs Of 
No.se. and Rob Hubbard - 'but he's almost 
disappeared and some of his new stuff hasn't 
been that special." 

A tape recording of ihe original's music was 
provided lor reference, leaving Jason s skilled 
ear and Soundtracker to do the rest; "There 
wasn't a lot of room lor sound In the end. so we 
had to use samples only where they were really 
necessary and generate the rest of Ihe sound, 
mainly for (he vo«es lor the lunes - iherearelB 
ol them, one for each (rack and 
onal anthems " 



The biggest surprise about this incarnation 
has to be the CGA version - it's quite 
excellent, despite its limited colour paletteof 
cyan, magenta, black, and white. PC 
Ironman also supports EGA (with 64 colours, although 
most monitors won't pick it up). VGA, which has the 
same number of colours but with a higher resolution 
(making it identical to the 16-bit versions seen here) and 
AdLib sound boards. And there's a novel 'Boss Key' - 
with the press of a button you are returned to DOS. 
allowing you to run programs - provided you have 
enough memory spare. 




GET HARD! 



THERE are a staggering 412 
frames of animation for each 
truck, covering every 
conceivable angle and creating 
a realistic fluid motion. "We 
took out some frames to see 
how it would feel." says 
programmer Gary Foreman, 
"but it just didn't feel as good, 
so obviously It's all worth ft." 
David O'Connor adds: "We've 
only used one set of car frames 
each set takes up 70K. So 
what we do is physically 
change the colour for each car, 
which is a bit of a problem on 
the PC." 
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HEYI How would you like to make like the 
ironman himself for real? Virgm Games and 
Tasco have given us this well-hard Nikko 
Freedom 4 WD Off-Road remote-control truck to 
giveaway All you have lo do Is correctly answer 
this simple question on the back of a postcard or 
sealed envelope The first completely correct 
entry out of ihe bag after the closing date wiH win 
its sender the truck 

THE QUESTION 

Who gave Ivan Stewart his Ironman' tag? 

Send your answer (along with your name and 
address) to WELL ARDI. TheOne. Priory Court. 
30-32 Farnngdon Lane, London EC1R 3AU. to 
arrive no later than Ihe 28lh of September 1 990 
The Edtior's decision is final and no corres- 
pondence will be enterod Into Employees (and 
their relatives) of EMAP Images, Virgin 
Maslertromc. Tasco and associated companies 
are not eligible lor entry. 
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Laa* than £5 and Euro pa add C1 par Ham. Ebawhara plaaaa add C2 par Mam lor airmail. Thaaa otlara ara aval labia Mall ordtr only. 

Tel orders : 0908 564369 (24 hrs) 

★ AMIGA 512K RAM + CLOCK £44.991 
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AMIGA MEGA DEALS!!! 

FREE HOLIDAY ACCOM AD ATION 

For two pooplo Vouchor with every Machino Purchase 
Resorts available are Florida, Majorca, Malta, and Southern Spain 



AMIGA A500 

C300 inc VAT & noxt day courier 
Bat Games Pack includes : 

* 10 free Games inc Blasieiokfc, Capiain Fizz. Pacman. 
Space Invaders. 

* Amiga A500 51 2K keyboard with built in 1 Megabyte Disk 
Drive. 

* Free TV Modulator worth £24.99 allowing you to use the 
Amiga with a normal TV. 

* DELUXE PAINT11 Graphics Package. 

* FREE only just released Batman The Movie games 
software. 

* New Zealand Story arcade games software. 

* F16 Interceptor amazing 3D flight simulator software 

* FREE JOYSTICK, MOJSE MAT AND 10 BLANK DISKS 

* AMIGA BASIC Amiga Extras 1 .3 Workbench 1 .3 PLUS the 
Amiga Step by Step Tutorial 

* All leads manuals PLUS MOUSE and Mainsplug. 



C369 

Inc VAT and next day delivery 

Includes : 

* F29 Retaliates 

* Rainbow Islands 

* Deluxe Paint 11 
★Escape From The Planet Of 
The Robot Monsters 



★ Modulator 

★ Power Supply Unit 

★ Work Bench 1.3 

★ Amiga Basic 

★ Mouse 



VirW-¥T*iTT 



CLASS OF THE 1990 S 
BUSINESS ♦ EDUCATIONAL PACK 
£4Q0.00ine VAT & noxt day courier 
FEATURES 

★ Amiga A500 TV Modulator 

★ Midi Inter fat* - Software 

★ Kind Words 11 wordproc'or 

★ Page Setter DTP 

★ Super Base Porsonal 
Da 



★ Maxplan 500 spreadsheet 

★ Amiga Logo BBC Emulator 
Deluxe Paint 11 

★ Mouse mat 10 Blank Disks 
and disk wallet 



AMIGA 1 MEG 
BAT GAME PACK 
£499 INC VAT AND NEXT DAY COURIER 

1 MEG GAMES PACK INCLUDES: 

★ Fitted 1 Megabyte memory Expansion * Real Time Clock 
Card. 

★ Everything listed for the A 500 Bat Game pack 

★ DRAGONS LAIR 1 MEG MEGADRIVE! 



Quickshot 1 1 Turbo Joystick g.99 

Ouickshot 111 Turbo Joystick 9.99 

Competition PRO Extra joystick 12.99 

Speedking Autofire joystick 9.99 

Mouse Mats 3.99 

Contriver Replacement mouse 19.99 

(Inc Deluxe Point Mouse Mat & Mouse House) 

naksha Upgrade mouse 29.99 

(Inc Deluxe Paint, Mouse House, Mouse mat) 

Half meg Upgrade inc Clock 44 99 

Disk Boxes 3.5- holds 40 6.99 

)isk Boxes 3.5" holds 60 8 .99 



PRINTERS 

Star LC24 1024 Pin incl laad ST/Amloa - 

Star LC10 Including load lor ST/Airtga _ 

Indudrng intartaca laad lor ST/Amtga 



LC10 



£249.00 

C 169.00 

-£219.00 



M6NIYORS 



Commodore Amiga A 1 064 Siereo Monitor inc toad 

PHIIfra CM B833 tlerao colour monitor Inc toad lor ST or Amiga . 

tolCROSMART MEGA DEALS!! — 

HMIUagUpgrarJat 

5I3K Upor.d. It* Clod, mt. ll Cam* From Th# CWt 
S12K Upgrade Inc clock »>ff> Gold ol Via Flaafcn 
BI2K Upparfo Inc Ctocfc^ti Dragon* La. 
512K Upgrada Inc Clock Spao. Ac* 
51 2K Upg-.da «c dock at* Oungaon M«Wr 
512K Upgrrt. Inc Clod. -* Uanhonrar 

•a hfeua*. be moua* mat. mcuaa hour* and 0«g„ p ain , 
Mouaa Inc Uun Pa— 



£260.00 

£259.00 



Con* 

OuaMr Sooond &•* l>i.a 
Slw* Diaka Sony Unbrancktd — *i laMa 
KAO Lhbr andM tMti I all da 



CS4.M 
C49M 

ce».9« 

CM 99 
£69 00 
fMW 
C29 99 
£1999 
£59 99 
09paaoh 
SCO aadi 



MICROSMART 24HR HOTLINE (24HRS) TELEPHONE 0908 564369. 







































TOTAL COST E: 





Have you ordered from us before? YES NO 

NAME : 

ADDRESS : 

TEL NO: 

this to Mlcrosmart, 125 High St, Stony Stratford, 
Milton Keynes. MK11 1AT 





c 1990 EPYX Inc. All rights reserved. 
EPYX is a registered trademark. No. 1195270. 



.... U.S. CONGRESS IN EMERGENCY SESSION - 
MOTION TO DECLARE WAR ON COLOMBIAN 

DRUG BARONS NARROWLY DEFEATED 

.... COVERT OPERATION PLANNED BY 
MILITARY U.S. CARRIER SETS SAIL FOR GULF 
OF PANAMA. 

.... DRUG BARONS READY TO SHIP THEIR 

LARGEST EVER CONSIGNMENT Or THE DEADLY 
COCAINE OR 'SNOW'. 

.... DAWN. SQUADRON OF F14 JETS TAKE OFF 
FOR COLOMBIAN COAST. THE TIME FOR 
TALKING IS OVER - AND YOU WILL MAKE THE 
FIRST SOLO ATTACK! 

Available on: 
CBM 64128 & AMSTRAD Cassette & Disk 
SPECTRUM Cassette 
ATARI ST • AMIGA 
IBM PC & COMPATIBLES. 




U.S. GOLD LTD, Units ?. 3 Holford Way, Holford, 
Birmingham B6 7AX. Tel: 021 625 3388. 



MICHAEL KOSAKA 



Where did (lit' iaspiralion Tor Skate and Ski 
cume from? 

Il was basically a concept which had for some 
lime been buzzing around at Electronic 
Arts. They had always wanted to do a 
skateboard game, but never find the 
resources to do it. We were brought in us an 
in-housc experimental team, and we were 
very experimental at that time. With Skate 
Or Dte we just got very lucky. 

Y«hi have a reputation for being something of 
a skater and skier yourself... 

Not as much as one would think. We've done 
a lot of research, certainly, on falling off a 
skateboard. None of us are very accomp- 
lished at that sort of stuff . but wedoenjoy the 
research part of it. We talk to a lot of 
skateboarders, watch video tapes and read 
magazines - we try to keep up to date with 
the current trends. But as far as being 
accomplished at those sports is concerned - 
no. definitely we're not. 

So what do you enjoy doing most in your spare 
time? 

I've been practising Aikido for many years. 
It's a martial art that is basically a purely 
defensive form. I'd like to do a project based 
around that at some time. 

What are you working on at the moment? 

We're working on yet another Michael 
Jordan (leading American Basketball 
player) product and we're also going to be 
doing anotherskatcboard simulation, which 
will be console based. 

How do you go about designing a game? 

Well, it's a little bit like a movie in theory in 
that because I do the art primarily I tend to 
work visually - I'll produce a sloryboard and 
a preliminary script - only you have to be a 
little more detailed than with I film. From 
thereon it's a matter of sitting down with the 
programmers and bashing it all out. 

When do you provide your graphic input? 

Il really depends on what type of game it is. 
For something like Ski. which we had a 
template for, it was easier to come up with 
something. But anything more original 
rcquircsa lot more thought. With Ski Or Die 
I was working with programmers in San 
Diego, while I was in San Francisco, and I 
had toshipart to them. Bui lhat worked out 
quite well actually. 

Where does your inspiration come from? 
It's serendipity, perhaps. I don't know, I 
really don't know how those ideas arrive. 
Certainly the brainstorming, sittingaround a 
table and talking about things is very helpful. 
Keeping up with culture and what's 
happening is also a part of it. 

What are your favourite games at the 
moment? 

Certainly Populous from Electronic Arts - 



am I allowed tosay lhat? 1 enjoy a wide range 
of games. What have I played recently? Sim 
C ity - that's a superb game. 

Do you prefer that type of strategy game? 

Not necessarily, no. I also enjoy the 
occasional game of Double Dragon II. It 
really depends where I am. At weekends I 
tend to play I he more stimulating games, hut 
while I'm at work I need to blow something 
up. 

What are your movie and music tastes? 

I ve got a pretty eclectic laste as far as those 
things arc concerned. I tend toenjoy all types 
of music. The only thing I do not like is Rap 
or House or Heavy Metal . As far as Films are 
concerned I don't really have any particular 
favourites. I'll watch anything. 

So you aren't heavily inspired by a genre like 
Science Fiction for instance? 
Well. yes... If I have a favourite genre it is 
Science Fiction. And animation I really 
enjoy watching as well, like old Disney stuff . 




MICHAEL KOSAKA takes a brief break trom 
Budokan. 

Are there significant similarities between 
cartoon and computer work? 

Yes. though there are a lot more restrictions 
with computers. There are a lot more 
sophisticated techniques you can use for film 
animation - you aren't limited by ROM or 
RAM or disk space, or the speed of the 
machine. 

Would you say that you have * particulur 
style or does it vary depending on what you 
work on and with whom? 

Yes. it does depend a lot on who I 'm working 
with. For the artwork on Sentinel Worlds, for 
instance, I was working with a programmer 
who knew exactly what he wanted as far as 
pictures go. So I tried to give him what he 
wanted and put in a little extra of my own. 
The style I use for a lot of games tends to be a 
little unorthodox. My animation owes a lot 
to Warner Brothers I think - I have crazier 
falls and crazier explosions. For Ski, for 
instance. I've got people disintegrating and 
so on. 

You prefer the abstract to a more realistic 
style? 

Well. I'll balance lhat off with tiudokan, 
which on the other hand I consider very 
realistic. That took a lot of art. So it really 
does depend on what the project is. I'llirylo 
use a variety of things. 



Would you be interesled in taking the LOOIV 
Toons style to its logical extreme by 
producing an interactive computer 
experience? 

Yes. I'm sure thai would be an interesting 
approach. 

Is there anything that excites you about any 
hardware currently in development or jusl 
coming inlo Ihe marketplace now, like CD 
based technology? 

Well, quite honestly, the CD stuff is for me a 
case of wait and see. It's very exciting having 
that amount of memory available - 
especially considering that 1 used to work on 
two-kay products - so to have that amount is 
mind-boggling. But at the same time I'm a 
realist, I've just got to wait and see. I'd love 
to sec it capture a market, but part of me is a 
little cynical. 

Of course there is still a speed problem which 
is accentuated with lhat sort of technology. 

Exactly. And it actually prcsentsa few more 
problems. You've gol so much space to fill 
that there is actually a perceived value from 
the customer as to what ihey are getting, you 
have to put somuch more time andeffort into 
filling that space. A project which lakes 
sixteen months now would lake three times 
as long. 

What do you see as being the future of 
computer entertainment? Will it be more 
advanced consoles? 

I think thai the sixtccn-bit consoles have not 
been exploited to their fullest. Therc'sa long 
way to go yet with those machines. When I 
worked on the Atari 2600 years ago. 
programmers were coming up with new 
techniques and ways of pushing that 
machine . They were finding ways of making 
it do things that nobody thought it could do. 
But with the newer machines nobody has 
quite exploited them enough. 

There seems to be a philosophy now thai as 
soon as a new piece of hardware appears, 
everyone has to have it and gel working on it, 
so you get the situation where each new 
generation of hardware never gels used to its 
full potential. 

Yes. that's pretty much so. but It's also 
tempered by the realism of sales. We always 
support the platform that's gol the greatest 
base. That may be good or bad. but that's 
life. Nintendo continues to thrive, even 
though the hardware isn'i as advanced as it 
might be. 

W here do you see yourself going from here? 

Well, finishing my current project. What 
would be next? Thai's a real tough question. 
I'm always excited most by whatever my 
latest thing is. I tend lo concentrate on one 
thing and then cool off for a bit. I don't have 
time for much else. Of course I have had 
projects I've wanted to do (or years, but the 
market is so volatile that who knows in six 
months or a year what we might be doing? 



MICHAEL 
KOSAKA is not a 
name lhat most of 
Ihe British computer 
(•amen playing public 
will be familiar wilh. 
And yet he has heen 
responsible for 
injecting life into 
many first clay. 
American games - 
MOM notably Skate 
Or Die and Ski Or 
l>ie. which enhanced 
his reputation for 
original and stylish 
graphics. Kosaka's 
prolific career in 
leisure computing 
started back in 1982. 
Modestly he 
comments: "I really 
didn't know anything 
about computers at 
the time. A friend of 
mine was running a 
BASIC 

programming course 
on a casual basis. 
He'd gel together 
with a few interested 
people to talk about 
computers, and as 
I'd never done 
anything on 
computers before I 
went along." Il was 
then that he 
discovered a natural 
gift for working wilh 
computers, and from 
that momcnl he was 
hooked. Rvcr ready 
to jump into things 
at the deep end, he 
got together with a 
couple of friends and 
started working on a 
game using Apple 
lis and VIC 20s. 
Amazingly his work 
was good enough lo 
be snapped up by a 
company called 
Penguin Software, 
Michael wanted lo 
use ihe product to 
gel himself into the 
ndustry on ■ 
full-time basis so he 
managed to gel il 
working on an Atan 
2600 console Most 
of the leisure 
companies in Silicon 
Valley had Ihcsc at 
that lime. Through 
his clfoits he 
managed to convince 
Epyx of his potential 
and went to work 
for them for the next 
few years. 1 lis most 
notable contribution 
while he was there 
was to the Games 
series, but many 
other titles also 
benefitted from Ihe 
K osaka touch In 
1987 Electron*: Arts, 
no doubt impressed 
by the Kosaka's 
natural (lair, invited 
him to come and 
work tor them. It 
was here that he 
was produced the 
graphics lor 
Budokan. Skate Or 
Die .mil ^qucl 
Ski Or Die 




mph 

COMPUTER SPECIALIST 

10 Chandlers Court, Eaton, Norwich, NR4 6EY 
Telephone: Norwich (0603) 503382 




DISKS! DISKS! DISKS! DISKS! 



103.50"DISKS + CASE 

253.50"DISKS 

503.50-DISKS 

1003.50"DISKS 

80 CAPACITY BOXES 

ALL DISKS COME 



£6.75 
£15.00 
£28.00 
£54.00 

£6.50 



10 5.25" DISKS + CASE £3.80 

25 5.25" DISKS £9.00 

505.25"DISKS £17.00 

1005.25"DISKS £32.00 

1 00 CAPACITY BOXES £6.50 

WITH 2 FOR 1 LIFETIME GUARANTEE: 3.5" MADE BY SONY. 



CALL FOR PRODUCTS NOT 
LISTED 



WE CAN OBTAIN ANYTHING 
WITHIN 
48 HOURS 



ST PD CATALOGUE 
DISK £1.00 



GAMES 

RRP MPH 
£19.99 £14.50 
E24.99 £18.50 

MOST RELEASED GAMES IN STOCK. 
NEW GAMES SENT ON DAY 
OF RELEASE. 



ATARI LYNX 
NOW ONLY 
£157.99 



LYNX GAMES 
RRP MPH 

£29.99 £22.00 
£34.99 £25.50 



MAIL ORDER 
PHONE 

081-751 5999 



MUTANT BBFltOflRE 

475 STAINES ROAD 
BEDFONT 
MIDDX TW14 8BL 



MAIL ORDER 
PHONE 

081-751 5999 



NDED BLANK 
DISCS 



10DSDD 7.50 

20DSDD 14.00 

30DSDD 19-50 

40DSDD 24.00 

50DSDD 27.50 



JOYSTICKS 



KONIX SPEEDKING A/F 9.99 

KONIX NAVIGATOR 11-99 

OUICKJOYSUPERBOARD 18.50 

COMP PRO 5000 14.99 

QUICKSHOTIITURBO 8.99 





■ SOFTWARE AMIGA ATARI! 


THEIR FINEST HOUR 


18.50- 


18.50 


F 1 9STEALTH FIGHTER 


21.99 


21.99 


FLOOD 


16.99 


16.99 


FUTURE BASKETBALL 


16.99 


16.99 


MICROPROSEC/CUPSOCCER 


16.99 


16.99 


IMPERIUM 


16.99 


1699 


E-MOTION 


16.99 


13.99 


IVAN HOE 


16.99 


13.99 


LOSTPATROL 


16.99 


13.99 


N YORK WARRIORS 


14.50 


14.50 


ORIENTAL 


16.99 


16.99 


PARADROID 


16.99 


16.99 


STREET FIGHTING MAN 


14.50 


14.50 


MIDWINTER 


18.50 


18.50 


XENOMORPH 


16.00 


16.00 


ZONE WARRIOR 


16.99 




INTERNATIONAL ATHLETICS 


14.50 


14.50 


IT CAME FROM DESERT 


18.50 


1850 


AMOS 


34.99 


34.99 


DRAGON SPIRIT 


12.99 


12.99 


FUTUREWARS 


16.99 


16.99 



HARDWARE - 
PERIPHERALS 



AMIGA 500 FLIGHT OF 








SMEGONLY 




$ MEG WITH CLOCK 


74.99 


RF302CDISKDRIVE 


69.99 


PHILIPS COLOUR 









SHOP STOCK 



AMIGA 
ATARI ST 

IBM PC 
C64 + SPECTRUM 
AMSTRAD 



prices subject to change SHOP NOW OPEN AT ABOVE ADDRESS access & visa 



THE COMPETITION'S OVER 
AND HERE'S THE WINNER 

Andreas Brehme scores the winner, World Cup Final, July 1990. MlcroStyle 

introduce the winner, Autumn 1990. 

Italia '90. Italy 1990. World Cup Soccer '90. Thanks for the 
memories. The world's greatest game, brought to your small screen 
for a month. Now it's time to stand out from the crowd and sprint 
onto the pitch - Where the real action happens. 




Tackle hard for trie ball, deep in your own half, and send an inch-perfect pass wide to the winger. As he 
takes on the full-back, you're sprinting down the middle, screaming for the return. 

The ball swings across, high above the defence, as you stretch your legs to their limit. One bounce and you 
let fly with your boot as the goal looms before you, sending the ball fizzing towards the top corner... 

International Soccer Challenge is viewed from the players' perspective at pitch level, giving you fast-flowing 

three-dimensional action that you control as you wish. 



- Play In position as a goal-hungry striker, 
midfleld general or unshakable defender, feeding 
off the passes of intelligent computer aided team- 
mates. 

- Dictate the whole pattern of play, utilising 
teamwork to perfection by controlling all eleven 

men. 

- Take charge of Intricate set-piece moves from 
throw-ins, comers and free-kicks. 



- Play In the World Cup Finals or as a member 
of the top sixteen Club sides from around the 

globe. International football as it is played for real. 

- International Soccer Challenge. It will make 
Gascolgne weep with joy, get Marradonna excited, 

and have Hulllt tearing his hair out. 

AVAILABLE SOON FOR YOUR COMMODORE 
AMIGA, ATARI ST AND IBM PC COMPATIBLES 
FROM ALL GOOD SOFTWARE STORES. 



INTERNATIONAL SOCCER CHALLENGE FROM 
MICROSTYLE - IT'S A WHOLE DIFFERENT BALL GAME ! 




ANOTHER MAN'S RHUBARB... 

Last month there was a distinct lack of any ST or PC wares. This month It's been flooding In 
thick and fast But still we crave for more. So If you have knocked up a desirable demo, 
some sound sonlcs or an agreeable animation, send It off to us at DEMOS, The One, Priory 
Court, 30-32 Farringdon Lane, LONDON EC1R 3AU. And please remember that we can't 
return anything unless It's accompanied by a suitable stamped addressed envelope. 



HERE'S 
WHERE YOU 
CAN GET 
YOURS 

AMIGA 
Unfortunately , the 
person who sent In 
the Tobias Rlchter 
Animations and 
slides!) ow 
neglected to tell ue 
from where they 
were obtainable! 
Could you please 
drop ue a line with 
the relevant details 
so we can print 
them next month! 

The A lea If az 
Megademo la 
available from 
POTA PD. 8 
Bodmin Close, 
Durrlngton. 
Worthing, West 
Sussex. BM13 3HF 

ATARI 5T 
Another case of 
mislaid Identity. 
The sender of the 
Turtle Power demo 
remains 
anonymous. Please 
contact us so we 
can pass on the 
Information! 

The ST Sound 
Connexions Demo 
end Bermuda Race 
ere obtainable 
from the Sortvllle 
PD Service at Unit 
5, Stretflekf Perk, 
Eiettra Avenue, 
Water loovl lie. 
Hants P07 7XN. 
Tel: 0705 266059 

IBM PC AND 
COMPATIBLES 
Apparently Control 
Software's 
Bat demo Is 
available on most 
Bulletin Boards. 
Sorry, but that's all 
the Information we 
were given. 

The Soccer Game, 
Arcade Classics 
and the EOA Las 
Vegas Casino are 
all available from 
the Softvllle PD 
Service at Unit 5, 
Stratfleld Park, 
Eiettra Avenue, 
Waterloo vl lie, 
Hants P07 7XN. 
Tel: 0705 266058 



FANTASISE with AlcatTSX 




THE Millennium Falcon touches down m style thanks to Tobias Rlchter. 



MEGADEMOS never die - they just keep 
on getting bigger and less original. 
Alcalraz's latest offering comes on three 
disks, but it's basically a reasonable 
collection ot swirty sprite animations and 
scrolly messages. It's worth bearing with 
(or some of the third disk's more 
impressive offerings though, including a 
chucklesome animated horror story called 
Noises In The Night. Elsewhere on the 
Amiga front good of Tobias Richter has 
delivered the goods once more, this time 
moving from Star Trek to Star Warsj with a 
trio of top-hole Millennium Falcon anima- 
tions. There's also a choice selection ot 
HAM Interlace Overlay Ray-Traced stills 
to get your mouth watering. Tobias is 
currently toying with a new program called 
Reflections, which allows you to animate 
ray-traced images - look out tor the fruits 
of his labour soon. Lead singer (or the ST 
this month has to be Turtle Power - a 
sampled rendition of Partners In Kryme's 
recent chart-topper from the Teenage 
Mutant Nlnja Turtles movie soundtrack. 
It'snotavery long snippet, but the disk also 
boasts a little gem called Fun Face - a 
program which allows you to make up your 
own computerised phot of ii portraits. 
Hours o* fun . On the sonic side there's the 
ST Connexions Sound Demo that, while 
not ottering anything overly original, does 
work a little bit of aural magic by making 
your ST sound like an Amiga! All 10 tunes 
on offer really do sound like they came 
straight from Commodore's baby. Finally, 
Atari owners can get their feet wet with a 
natty yacht simulation (we kid you not) 
called Bermuda Race - hgh-speed 
sailing around the Bermuda Triangle 
against either a human or computer 
opponent. For the first time in a long while 
the PC is also starting to impress on the PO 
front. Dutch team Control Software has put 
together an impressive story -telling 
slide show based on Batman: The Movie. 
It's short, but well worth getting if only to 
listen to the wonders the team has worked 
with the PC's Internal squeaker, including 
sampled Jack Nicholson one-liners! It it'aa 
more interactive experience you want, 
Softville PD has a tasty trio of mini-games 
to get you going. First up mere's The 
Soccer Game - choose any team in the 
league, and then decide your way to the 
top in true Football Manager style 
Unfortunately there's very little in the way 
of action - even the matches are 
text-driven! Marginally more exciting Is a 
diskful of arcade classics from yesteryear, 
loving restored m CGA. The boat of the 
bunch are Kong, Invaders and Space 
War - all three ol which are competent 
versions of the originals. By far the best 
value however is the Las Vegas EGA 
Casino Apparently written by an ex- 
Vegas card dealer turned programmer, 
LVEGAC features playable versions ol 
Power. Blackjack and Fruit Machines - 
although the (act that at the end o( the day 
there's nothing at stake does take the edge 
off things a little. 




Blistering Pace - Pixel Passing 
- Superb Tactical Game Play 




to 4 players option (Amiga & ST) 

* Kit Design (Amiga, Atari ST 6r IBM) 

* Facility to load Player Manager teams and designed tactics. 

* Instinctive joystick controls to pass, fribble, shoot, head or chip a ball and do slidinq 
tackles. 

* Two players teams mode against the computer. ^ 

* After touch controls to bend or dip the ball. ^ 

* Set piece F ree Kicks, Corner Kicks, Throw Ins, Injury Time, Action Replay, red & yellow 
cards indeed host of features to create the atmosphere of a soccer game which is real fun 
to play. 

wgue and Cup Competition with sudden deaths penalty shoot out. 





THE ONE - Ultimate soccer simulation. 96%. 
THE ACE - Brilliant. Buy, Boy, Buy. 930. 

AMIGA FORMAT - Best footy game to have appeared on any machine 

94%. ^he** 

ST FORMAT - What a game! Gem to play. Magic. 90%. 
C & VG - Championship winning material. 95%. 
GAMES MACHINE - Probably the best sports game ever. 92% 
COMMODORE USER - No other footie game can touch it. 90%. 
AMIGA ACTION - Surpasses all other football games. 93%. 
POPULAR COMPUTING WEEKLY - Nothing short of brilliant. 
NEW COMPUTER EXPRESS - Computer football event of the year. 



AMIGA A I IIIIBII , £| 

IBM T3.A. 

CBM 64, SPECTRUM & AMSTRAD £&99 Cm 

CBM 64. SPECTRUM & AMSTRAD £14 99 Disc 

KICK OFF 2 & WORLD CUP (AMIGA & ATARI ST) £24.99 
KICK OFF 2 (Expanded Amiga) .^IP^. .. £24 99 




ANCO SOFTOA^LTD. UNIT 10, BURN HAM TRADING ESTATE. LAWSON ROAD. DARTFORD, KENT 
T«Uphon.No..0322 92SI3/92Bia Fu No: 0322 93422 ' 
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BACK 



ISSUF/JAtEOetober 19B8 
fnei/SffJi^ion (Amiga) & Nebulus 
(Atari S>y5?V ^»"<FBderabon Of Free 
Traders. IK+>5* 0>£l?V«* Guide 
Virus Feature lnt/ot»*^»)D 
Technology ^""""^i/ 

ISSUE TWO November 1988 
Freel The One Dweetory To 16-Bit Software 
Reviewed Barbarian II, Elite, SOL Players 
Guide Slanjlider II Feature Interactive CD 





ISSUES 



USUI THRU December 19M 
free! 1909 Wapplanner R»>i«m fuen 
k akOn. OporaDun WoW. . Players &uade 
•i-"' i"'. »" Feature Jepaitee* ra>.r«ne*40j 

r&UC POUR January 1MJ 
HevteeaM Anofjurner . Oeubet E*agor\ 
Thun<Mrt*ad« K*r**i Oueee 

Niingnr Feetu* rirti.rn 0'«vmj 



i- - 



ISSUE ELEVEN August 1989 
Reviewed Xenon 2' Megablast, Rainbow 
islands, Stunt Car Racer Work In 
Ftogr — a Accolade Players Guide Wicked 
Features Dave Gibbons 

ISSUE TWELVE September 1989 
Reviewed Paperboy. Stridor... Work In 
Progress Butllrog. Hard Dnvin Players 
Guide The New Zealand Story Feature 
Quasar 

ISSUE 13 October 1989 
Reviewed Bomber, Damocles, Infection. 
Work In Progress Power Drift Players 
Guide The Shod 'Em Up Construction Kit 
Feature The Nintendo Phenomenon 



BACK 



ISSUE SEVEN April 1999 
Rovlewod Archipelagos. Lords Ol The Ri^ng 
Sun, and Populous. Work In Progress 
rootlet WOrkhv Players Guide Federation 
Free Trade's Feetuie The F-16 



EIGHT May 1989 
s Watchmen Reviewed F 
WorMft. RoboCop. S*womr. 
Progress Xenon 2: Megablast 



irgcntn 
Work In 






ISSUE HI Marvh 1990 
Eiirsl On* With Pipnmania (Amiga A At*- 
STj Reviewed E-Motion, Plpemnnia. 
Wnihoud... Work In Progress P^ygiw 
CoOuvet Players Guide W <">f Baoei 
Feature Handhold Connotes 

ISSUE 19 April 1990 
Reviewed Escape From Singe * Castes', 
Klaj. Player Manager Work In Progress 
(Operation Stealth, Spaedbni) 2 . Players 
Guide Rainbow Islarxl* Feature* Pinball. 
InsKio Atari Game* 



PLEASE SEND ME THE 
FOLLOWING BACK 
ISSUES OF THE ONE... 

(Tick The Required Boxes) 



□ 1 M/A 

□ 4 £2.00 

□ 7 £2.00 

□ 10 £2.00 

□ 13 £2.00 

□ 16 £2.00 

□ 19 £2.00 

□ 22 £2.00 



□ 2 £2.00 

□ 5 £2.00 

□ 8 £2.00 

□ 1 1 £2.00 

□ 14 £3.00 

□ 17 £2.00 

□ 20 £2.00 
~| 23 £2 .00 



□ 3 £2.00 

□ 6 £3.00 

□ 9 £2.00 

□ 12 £2.00 

□ 15 £2.00 

□ 18 £3.00 
3 21 £2.00 



BACK 

ISSUE 14 November 1969 
Extra! Populous Scenery Disk (500 New 
Lands, Amiga e\ Atari ST) Reviewed Batman: 
The Movie, Future Wars, Interphase Work 
m Progress Chase HO Players Guide 
Xenon 2 Megablast 

ISSUE 15 December 1989 

Free! Disk Labels Reviewed F-29 Retaliate*. 

Hard Covin"... Feature Reviews The 

Uniouchabtes, It Came From The Desert 

Work In Progress Myth, Simulcra. Players 

Guide Fpgbter Bomber Feature Artificial 

Intelligence 



NAME W 

ADDRESS I] 

I have enclosed a Cheque/Postal Order 
(no Cash please) for £ made payable to 
The One. 

Please send your Cheque or Postal Order 
for the correct amount lo The One Back 
Issues, PO Box 500, Leicester LE99 0AA. 

AW prices include postage and packing. Please 
note that most issues are in short supply. In the 
event of the required issues being sold out your 
money will be refunded within 28 days ol receipt. 



Fulfilment: Alan W«!la Intsrnatlonsl. fchtmbo.llne 
Houm. Fvndon Road. Itarkat mxborouoh, LM 
LE1B9NH. 



ISSUE NINE Juno tl»9 
Reviewed Kick Off, Rick 
Dangerous. RVF Honda Work 
In Progress It Came From The 
DoserL TV Sports, BesketWrit 
Playns Guide feature Horror 



ISSUE TEN July 1069 
Revlewsd The Now Zealand 
Story feature Review 
Uenco To Km Work In 
Progress Hawk Players Guide 
Forgotten Worlds 
Acorn Afchlrnades 






BACK 



ISSUE ?u May iWi 

RtvMwed Escape From The Plane! Of Th 
Robot Monitors. Hammorlwft. Loom Wo* 
In Progress Killing Cloud. Kir* Off 2... 
flayers Guide Midwinter Feature 
Oats- linking 

ISSUE 21 June 1990 
Freel W\vkJ Cup Wallchart Freel 
Encyclopedia Of 16-ESrl Games Hart L>nr 
(Crack Down, Kid. Of. Klnx) ftevtowed 
Raikood Tycoon. Intematmn*! 30 Tenr 
Work In Progress Corporation, f Hghl 1 
intruder, Valine . Feature 




ISSUES 



ISSUE 1ft January 1990 
Fnasl 1990 Vearplaimer Reviewed 
Indlanapolli W0. Operalvn Thunoe*uoH. 
Space Ace.. Work In Progress Resolution 
)1, Midwinter Players Qukta interphaMt 
Robots 

ISSUE 17 February 1990 
Reviewed Chaos Strikes Back Midwinter. 
Feature Review Lost PatrM Work Hi 
Progress Ntghtoreed, impenum Players 
Guide Operation Thunderbolt Feature The 
Satellite Game 




ISSUE 22 July 1990 

Freel Encyclopedia Of 16-Bil Games Part 
Two (Hammertist. E-Mobon. Zany Golf) 
Reviewed Kick Off 2, PGA Tour Golf... Won, 
In Progress Powermonger, Wonderland... 
Feature Martial Arts 

ISSUE 23 August 1990 
Free! Encyctopedla Of 16-Bit Games Part 
Three (Projectyte) Reviewed Corporation, 
Oops Up, Plotting. Work in Progress 
Supremacy First The One On One Chris 
Achilteos Features Future Sports, Blfy The 
Kid, Aliens 



10 35 DISKS 
B 99 



MAIL 
ORDER 



100 3 5 DISKS 
£49.99 





MAIL 
ORDER 



3 5 40 HOLDER 
C4 99 



6 Bond St., Ipswich, Suffolk, IP4 1JE 

Hud St., Ip.wlch, Suffolk, (Ratail). 36a Osborne St., Col chat tor, Essex (Retail). 



3 5 80 HOLDER 
EG 99 



MAIL ORDER PURCHASE LINE (0473) 257158/210605 FAX (0473) 213457 



4TH DEMENSION 16 00 
688 ATTACK SUB 
" ADDlDAS 

CHAMP TIE BHEAK 16 00 
AN IS HEAD (DATA DISK) 
"ANCIENT ART Of WAR1699 
' ANCIENT ART Of WAH 
AI SEA io w 

■ ATOMG& 1 3.99 

' ACTION FIGHTER 13 99 

- ADD* DA 6 CKP FOOT 10 tfV 
■ANARCHY 13»9 
"AQUAVENTURA 24 99 
BALANCE Of POWER 

10OO 1500 

- BARBARIAN || 
(PSVONOStS) 1669 

* QANKOK KNIGHTS 13.09 
8ATTLECHES8 1«W 

* BATTLE COMMAND 19.99 

* BATTLE MASTER 16 09 

• OSS JANE SEYMOUR 16.09 
BOMBER MISSION 

015kg ,299 
BATMAN (THE MOVIE) 13 00 
BLUE ANGELS 1ft 09 

•RADOLOOO 10 00 

QIACK TIGFR 13 00 

•BLADE WARRIOR IS 00 
BUDAKHAW 

CHASE MO 13 00 

CABAL '1300 

• CAOAVCO iftoo 
CRACK OUT UO0 
•CARTHAGE if! 00 
CONQUEROR >ft oo 
■ CORVETTE 

CHAMPION 21 75 16 M 

• CHUCK VEAQER 

SAF.T. it, as 

COLARADO 16 99 

CHAOS/DUNGEON 
MASTER 1999 
CHAOS STRIKES BACK 
-CHICAGO 12 99 

CYBERBALL 13 99 

DEFENDERS OF THE 
EARTH 12.90 
DUNGEON MASTER 
EDITOR » 90 

DRAGONS BREATH 10.00 
- DRAGON WAH 1000 
' DAYS OF THUNDER 10.00 
DRAGON FIGHT 16 00 

DRAKKEN 1000 
" DYNAMIC DEBUGGEH13 99 



DYNASTY WAR5 
■ EAGLE RIDER 
EMOTION 
LMtLYN HUliHtSINI 
SOCCER 
• ENTERPRISE 
' EDITION 1 (COUP) 
' EPOCH 

EVE OP HERCULES 
' CLASH DPAOON 
r?ORCTAUATon 
P'OSTEAlTM TIGHTER 1909 

Pis Combat pilot is m 

TALC ON iftoo 
FALCOM MISSION 2 13.00 

' FUTURE BASKETBALL 16 BO 



16 90 
1600 
1300 

1600 
13 00 
1000 

15 00 
1600 
11 00 

16 00 



AMIGA 
1600 
1600 

1600 
1200 
16 00 

tees 

10 00 
13 W 
1600 
1390 
24 90 

13.90 

16.90 
16.90 
1690 
16.90 
1699 
16.99 

12.09 
1690 
16 SO 
1O0O 
16 00 

15 00 
1600 
16O0 

16 00 
1600 
16 00 
ISM 
16 M 
10 M 
16 M 

10.99 

1690 
1690 



1690 
1290 
1300 

1200 

900 

10 00 
16.00 
1000 
1900 
1090 
1399 
16 99 
16 00 
16 00 

1600 
1300 
10 00 

15 00 
16M 
13M 

16 M 
-10W 

13.M 
19.99 
13.99 

!IS 

16 00 



* FRANKENSTEIN 12 90 
FIGHTER BOMB Eli 10 M 
' FEDERATION QUEST 113 M 



AZTECS 
" GRIM BLOOO 



16 00 
13 00 
10 00 
16M 
1900 
'24 90 

HALLSOf M0NTEZUMA1 6 M 

IRON TRACKER 12.09 
"INTERNATIONAL CHAMPION 



WRESTLE 
IMPCRIUM 
INFESTATION 
ITALY 1990 
IT CAME FROM 
THE DESERT 
"JACK BOOT 
•JACK THE RIPPER 
KICK OFF 
KNIGHTS OF 
KRYSTALLION 
KICK OFF II 
KICK OFF 2 WCE 
KK1K OFF EXTRA TIME 
KICK OFF 
COMPILATION 
KLAX 



16 99 
1699 
1699 
1600 

1600 

16.90 
12.00 
12 W 



1299 
16 M 
9M 

1600 
13.00 



' KILLING GAME 3HOW 13.99 



LICENCE TO KILL 
" LIFE AND DEATH 
LEISURE SUIT 
LARRY HI 

•LEAVING TERAMIS 
LORDS OF THE 
RISING SUN 
LAST NINJA II 
"LOOM 
LOST PATROL 
LIVERPOOL 
" LAST STUNTMAN 
MANIC MANSION 
■ MAJIC FLY 
MIDWINTER 
' MIDNIGHT 
RESISTANCE 
MANCHESTER UTD 
' MICROPHOSE WORLD 

^MAJCJOHNSON l*"* 
MATWXkUWUMRS 1800 
•MYTH 16 00 

' NEW VORK WARRIOR 13 M 



13.99 
1999 

29 99 

13 99 



1600 
1600 
'1300 

15 00 
12 00 

16 99 
1699 
10 00 

1600 
1300 



AMIGA 

12 00 
1000 
13M 
10 00 

1600 
1300 
10 00 
16 00 
1000 
24 00 
1000 
16 00 
24 00 
16 09 

16.99 
1299 

16 99 
1690 
1699 
1600 

10.00 
1600 
12» 
12.09 

19 00 
12 90 
1699 
0.09 

1699 
1399 
1300 
1300 
10 00 



NUCLEAR WAR 
•NITRO 
' NIGHT BREED 
NORTH AND SOUTH 
NEU ROMANCER 
OPERATION 
THUNDERBOLT 
' ORIENTAL 
* PARADROID 
PROJECTILE 
PIN BALL MAJIC 
POLICE QUEST II 




16M 
13 00 
16M 
15M 



1300 
13.90 
16.00 
16.99 
1309 
16 00 



1000 



16 09 

1009 
16 00 
1600 
1600 

15 00 
1209 
1690 
1609 
1000 

16 00 
16 00 

15 00 
1200 
1600 

16 00 
13 90 
1600 
13 00 
1600 
15.99 
16.00 

16.99 
1599 
1600 
1699 
1600 
24 00 



1090 



PLAYER MANAGER 

• PHOTON STORM 
P47 

PICTIONARY 

* PANIC STATION 
■ PYRAMAX 
•QUARTER BACK 
RAINBOW ISLAND 
RESOLUTION 101 

DRIFT 



58VSS ES 1 



ROBOCOP2 
RED STORM RISING 
RAINBOW ISLANDS 
RISK 

^SECRET AGENT 
FUES BY 
•STORM ACROSS 
EUROPE 
SPACE QUEST III 

* SILVER BLADES 

• SHADOW OF THE 
BEAST 2 
STOS 

• SUPERLEAGUE 
MANAGER 

STREET F'HTING MAN 

■ STEVEN HENDRY 

CHAMPIONSHIP 

SN'KER 

"SCROLL 

SWORD OF TWILIGHT 
•SNOW STRIKE 
-SILPHEED 
SHADOW OF THE 
BEAST 

SHADOW WARRIORS 

• STAR BLAZE 

* SUPER QUINTET 
' SUBBUTEO 
SIM CITY 

STAR FIGHT 
SUPER CARS 
'THE PLAGUE 
' TIME MACHINE 

• THUNDERSTRIKE 
TRIAD llfCOMP) 

* TOYOTTES 

T ° T Df»VE lf Ll 



3T 


AMIGA 


12M 


12.00 


it oa 


1 i **** 


ISM 


15.99 


16M 


16 M 


1 1 C*i 

1 J W 


1 1 98 


13. M 


13 M 


13 M 


13 00 


13M 


16M 


16 00 


1600 


16 M 


1600 


16.00 


16 00 


160S 


16M 


15 M 


"15 00 


15 M 


1500 


13 M 


1300 


1990 


10M 


13M 


16M 


1000 


10 00 


10M 


10M 


16M 


1600 


16U 


16 90 


1000 




16 90 


16M 


1300 


1300 



16M 

12 W 
16 M 
1600 
10 09 

24 99 
'13 M 
13M 
15M 
16M 
1000 
1690 
13M 
16 M 
16 00 
16M 
16M 

13 M 
16 M 



TEST 

TENNIS CUP 16 00 

TURRICAN 16 M 

• TUSKER 16 M 

•THE KEEP 16 M 

TV SPORTS FOOTBALL 18 M 
TV SPORTS BASK' BALL 16 00 



TRIVIA 
TRACK ATTACK 
ULTIMATE GOLF 
ULTIMATE DARTS 
UNTOUCHABLES 
•UNIVERSE III * 
' UMS II 
ULTIMA V 
-UP AND AWAY 
•VENUS FLY TRAP 

■WARMONGER 
•WARP 
XENOMORPH 
XENON II 
XOUT 

• YOLLANDER 



12 M 
13M 
16 00 
13.99 

13 M 

12 90 
15. M 
1999 
16M 
1399 
1699 
1690 
16 00 
1200 
16M 
1690 

13 B0 
16 M 



16 00 
12M 
16M 
16M 
1000 

24 00 
16M 
13M 

15 M 
16M 
10M 
16.90 
13.99 
16M 
16M 
16M 
16M 
13 00 
16M 
1600 
16M 
1600 

16 00 
16 M 
19 M 
10M 
15 00 
1690 
1600 
1300 
16M 
12M 

15 M 
-19 90 

16 00 
1300 
1600 
1609 
16M 
12M 
16M 
16M 
1 3 90 
16M 



ATARI 620 STFM DISCOVERY PACK 
BOMBJACK. CARRIER COMMAND 

OUTRUN, SPACE HARRIER 
STOS.NEOCHROME. 1ST BASIC. ST 
TOUR, DISCOVER THE ST £260 95 



ATARI S20STE POWER PACK 

23 GREAT TITLES 
£349 95 



ATARI 1040 STE 

PRINCE. HYPER PAINT. S T A C . 
ST WORD. ST BASE. ST CALC. 
ST GRAPH £440 05 



ATARI LYNX HAND HELD 

PORTABLE GAMES MACHINE 
£170 05 



ATARI SU 124 

MONOCHROME MONITOR 
£99.95 



ATARI EXTERNAL DRIVE 

POWER DRIVE 1 MEG DS 
£7995 



AMIGA 500 "FLIGHT OF FANTASY" 

MODULATOR. F29 RETAUATOfi, 
RAINBOW ISLANDS. DELUXE PAINT 
I, ESC PLANET ROBOTS £360 05 



AMIGA 600 BATMAN PACK 

MOOULATOfl. BATMAN. NEW 
ZEALAND STORY. INTERCEPTOR 
DELUXE PAINTII £360 05 



AMIGA 600 • 10S4S 

EITHER PACK ABOVE . COLOUR 
£590 05 



AMIGA 500 CLASS OF 90 S 
EDUCATIONAL PACK 
£520 05 



COMMODORE 1084S 

COLOUR MONITOR 
£240 05 



AMIGA EXTERNAL DRIVE 
POWER DRIVE 1 MEG DS 
£70 05 



AMIGA MEMORY EXPANSION 

5I2K. CLOCK CARO 
i £6005 



A580 HARD DRIVE 
20 MEG HARD DRIVE 



1 -■ -■ CMI OUtS AhOPOSIAl OHM MS IVWdlli 

OVERSEAS C1.UPIH IHU. CKCEPT HARDWARE CHARGED AT COST. SUOJtC1 IO AVAILAUILI 


i to SOI ISUltHS POSI * PACKING IKli IN UK ^^^^^^^^^^^mm^mm****mmm^ 

It ANUPWCt CHANGE WIIMOUT NOIICt.NOI ALL IIILES RELEASED AT IWE OF COING 10 PRESS.* 


! TITLE 


COMP 


PRICE 


NAME: ! 








ADDRESS: 


























Have you ordered from us before ! 
















TOTAL £: 
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st or amiga 
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SI MU 
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TOP 30 AMIGA MOVERS 
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AMIGA SPECIALS 
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1MB 

mi; 
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AMIGA COMING SOON 




Ml 
LOOM 

f 1 ' '- ■ I A. 1H I i • - 1 • 
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AMIGA CLASSICS 




III* COMMAND 

ruKt ONuijnpiMtc 

MB QnUU II B 1 W I OK 

lAnucniu 
«nMou(j2pac»>i i ' 

-UK 




TOP 30 ST MOVERS 
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tiwC 

CASTUMAfTI* 
IVANHOI 

wAAMAO 

mpiuaNia 

•■ .v . ■ 
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SfACtAM 

■ -OUI 
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ST SPECIALS 
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MIXAII 

lAUIfTH 
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SHIM 
iKAVrtin; 

UN6S Out S I P ACA I i OA) 

■IB 
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Hm a In Hi i ranvjc d 

Rem I 
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ST COMING SOON 
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TOP 30 IBM PC MOVERS 
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IB 

I 

i^Smiiot 
uueMO'.i n' 
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■ .1 
HW 
fa 
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IH-SkU! 
GHOST IN toil* in:. 
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MB An AO SUB 
ill'.URtiUIIAAjni 

'"i i:i:nmi.iB»auii 




HI*. I 
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IBM PC SPECIALS 




MUIIOINI -.M IV- Nil 

p)K0M5 

QAMCASIU 

MiMilMOM Of FALCON 
ITHANpMlttS 

MVfJUKNITBAUl 
(BAII 




v am 



D 

SIBIKI 10. 
'JWSUf !PA(litA» 
SPACIbAMIS 
.-.AM BO 





.KM... I I'M 



■IN6SC«rtS<T»PV!'Ai-l 
•AfDSIAUr 

3SM «8BttT 




llll. 

SUNISIBMa 

"Mil 




IBM PC COMING SOON 



BM PC CLASSICS 



MANMOKTIB I 

NMIHAN1ISIKJI- 
SPAtl B06UI 



H>ASft IWJIK SOMK «»AMK> MAY N1IT bt KtLEAStU AT Till 



SCIlKDLLtD TIME. THESE WIU. BE DESPATCHED WITHIN 2* HRS Op RELEASE SUBJECT TO AVAIUHIUTY'. 



41 SOUTH STREET, LEIGHTON BUZZARD, BEDS, LU7 8NT TEL: 0525 377974 FAX: 0525 852278 

Please make cheques 
& PO payable to 
Turbosoft 



mssm EtVBBl Dept. The One 

ORDER FORM 

Please supply me with the following for 

Computer 

Titles Price 



L 




Orders under £5 please 
add 5f)p per item. Over 
£F5 p&p FREE in UK. 
Elsewhere please add 
£1.50 per item 
N.B. Please state clearly 
mode of computer & 
also disc size when 
ordering 
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ACCESS/VISA 
24hr HOTLINE 
0732 35120 




mm mm 

(DEPT ONE 5), 46 ASHDEN WALK, TONBRIDGE, KENT TN10 3RL 



FREE QUALITY 
LP DS/DD 
BLANK DISK 
WITH EVERY 
TITLE ORDERED 



LOWEST PRICES! FREE DISKS! LOWEST PRICES! FREE DISKS! LOWEST PRICESI FRFF niSKSl 
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u« 

I J 44 
'Ift 
ISM 
WW 
<l» 
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I J 46 
ISM 
11 M 
11 M 
KM 

II at 
nn 
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mm 

- - 

n* 
•»■» 

HM 



<6M 
■7M 

t?M 
16 M 
IIM 

••m 

14 41 

■««* 
MM 
ism 
iow 
'lib 
ti4S 
■tn 

16 45 

15 e 

IBM 
I«4S 
ISM 
■7M 
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!• «a 
km 
u» 

IIM 
WM 
1»M 
HM 

UK 

1* 

ISM 
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Om 
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MM 
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1/M 
1145 
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IJM 

mo 

0 4S 
1556 
ISM 

II N 
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'0 4D 
114b 
IBM 
IIM 
DM 
IIM 
IIM 
IIM 
1145 
1145 
1245 
■7M 

HM 
■J46 
13 45 

1145 
1146 

ISM 

17 n 

1145 
17 M 
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1*90 
16MB 
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i' 

1*45 
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1145 
IIM 
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'»* 
1545 

1*45 

17 M 
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1*41 
1)46 
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■7M 
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I7M 
1646 
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15M 
1145 

15 M 
7B5D 
17 M 
IIM 
17M 
lt« 
1145 
12M 

U.M 

17M 

IBM 
17 M 

15M 
16ft 

1- 

1*45 

16 4S 

ISM 
I] 45 

17 M 
ISM 
I7M 
ISM 
17 M 
1646 
12M 
IBM 
16 M 
IIM 
16 « 



IIM 
IIM 
ISM 
76 SO 
17 M 

17.M 

1)M 
1146 

16 M 

17ft 

17 M 
IIM 
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IIM 

14 M 
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14 « 
MM 

ISM 

1146 
15M 
ISM 

15 86 
15 M 
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•6M 

DM 
1S» 
164B 
1145 
1*45 



MEGA PRICE BUSTERS!!! 
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17 SO 
550 
1160 
11 50 
17 50 
I7M 
10 SO 
10 60 
17 ft 
ID 

17*0 

10 SO 
IIM 
USU 
950 
ID 50 

11.50 

•SO 
ISO 
1160 
17 50 
1750 

16 60 
950 

1750 

10 60 
1150 

11 SO 

17 M 
IIM 



1760 
5 BO 

11 BO 

I H 

17 50 

12 M 

1050 

10 SO 

17M 
aw 
17 so 

HI V 

11 50 
17.50 

150 
1050 
17M 
1760 
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11 60 
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16 M 



0»>M«in ■iaiauna 
■attand 

■woo 

*t"»arih(f| 
"WW- S«uni Dav 

■Via"" ol 1 ha Jao> 
toaO fllaai-i 
Boil Oui 
Sal4n Qm 

' Oa»aa ol Jai-IWa 

ShuBia,-.. Cat, 

Audita 

fmm 

7000 
InM Ub jH 

Sumlan. 

Siai GiiiMf 7 
-1.1 Ray 

5*»( Wall IiUogv 
5M 

Sea Crar, IBXWOI 
' . . - ■ ■ i ..... i -1 

l»iu\a(, 

Tar* 

Tin Tin n» in* Moon 
rooOm 
1 1 - 1 -.mi. I 
Viododnni 



•0 M 


10 511 


10 to 


10 SO 


17.50 


1160 


■60 


1 ' 'id 


1060 


11 60 


14 SO 


15 60 


■ BO 


950 


■ISO 


12 SO 


17.50 


1060 


16 60 


I2.M I 


17 50 


17.60 


■ ISO 


HBO 


17S0 


11.50 


10 60 


10 50 


1JB0 


17 SO 


10 60 


1050 


'50 


•SO 


10 50 


17 60 


17 SO 


17 50 


1050 


10*0 


14-50 


14 60 


1060 


ID -50 


10 50 


•0.6O 


'USD 


■060 


■710 


17 M 


lose 


1050 


11 50 


1760 


1750 


I7M 


1050 


'0 60 


11.60 


'0 60 



DATE 



MEGA-MIX FREE DISK OFFER ORDER FORM 

CustomerNo.: Payment method; Cheque/P.O. 

Access/Visa 

ADDRESS: H „ 

POSTCODE „ 

CREDIT CARDNO.: M 

tXPIRYDATE: „„ 



M 

•"' *•••"•• • i l«H « 



To OK 





TITLE 


AMOUNT 














1 MODEL 




















total! 





m^T^^^^ Mm ^ ,mn 24 " Du ' 8 l5u0|ec, '° ■««- MI *>. °«-« ^TJ a lS^L on2 351270 

MbGAMIX SOFTWARE (DEPT ONE 5). 46 ASHDEN WALK. TONBRIDGE, KENT TN10 3RL 




ACCESS/VISA 
HOTLINE 
0273 74646> 



ALL ORDERS SENT BY 
FIRST CLASS POST 
WITHIN 24 HOURS 
(Subject to availability) 



LOWEST PRICES! FREE QUALITY 3.5 DS/DD DISK WITH EVERY TITLE ORDERED LOWEST PRICES 



m st 



AdiUlLlatit-int'uliultal 
40»"ffOca 
■MlBISaKivtJ 
BjM.MW.1 

PKftM 
Pmmm 

uum 'fan Mhi ajmn i 

I^Hiu»ii> 
■- ■■ >■ 
rralMMi 

im.p.~; 

IM 

Mi'lBaWHUI 

■.■.,..!.... 

lKa.fMh.Cbn 
"••nOurn 

mm 



mmk 




RRP OUR] 


HM 


16 tl 


159 


mi 


urn 


16 H 


Nri 


■•■ 


«» 


■6 n 


» m 


IIM 


tat 


111 


2*91 


■610 


ii n 


Tin 


an 


■*» 


«•> 


<6 1| 


»m 


ISH 


7461 


111 




71 51 


746* 


16 at 


I4M 
SB 


UIO 
M» 


Mfi 
M59 


■110 
7710 


71K 


I9> 


M99 


II U 


2**1 


IBM 


H 


■1 M 




ii ■ 


MM 


•610 


7»« 


■610 


H 

7*6* 


H» 
■ 70 
11 1 


16* 


11 i 





Miaitfiliuwr 


1*91 


n ib 


mm if 


7**1 


I9J> 




161 


111* 


M*hM) 


MB 


16 M 


''Ww>l *4n| 


n*s 

749* 


11* 
11* 


nil—am ' 
n>niiMi 


746* 
74)1 


11* 

1616 


■» 


1* * 


11 10 


fta«aaial«|n6«an 


7499 


«« 




lid 


11 10 
HIS 




'< 




l»*l 


11 ID 


SonallMui 

ImOixli 


7199 
M» 

H*a 


1676 
16* 
16* 


Ti-I !«■>,■ ■ 


I^'J'.'I W.ilii, 


1 


11* 


i ...... 


7>*9 


16* 


'.!•!.■ 




11* 


'—t S.UMI 


19* 


tl ig 


i«ii<Bala- 


7>N 


H ID 


■uatK 


7*99 


*I0 


-•-...> 


TIM 


■1 1U 


UMI4 


TIM 


a> 


UUHiial 


74n 


■-ii. 




1191 


■i* 


Vaaia Thi 1 v- if 


•*■ 


UN 


W.*.«l 


MM 


16* 


A. 1 ■. 


■HI 


11* 


*nMII«u>gklauf>> 


■I'l 


11* 



•MAaulSab 

lll|ilH|>l]||l.|l.;|,»n 

AMOi ti,c, w 

AnaiitF^ 

4|U( I'd i • 

lna*l*i 

Dululla hilmj 
flxntiranii 
■■nil 
.s . 

I mm 

•aakalMnH'L'it I'l*. I 
CaMlRacli 
0a.nl TB.-W 
bitnftaMI MiiTimi 

l..i..M.i>n...vl.' 
'•UIB.II. 

■ ....I ..... .... 

FaMM iQiail 

Km 

runnB.it -ii-i 

Lh..l.-fMi m ilWBi 
"a'W. Q. . 4W. 



i'l* 
74* 
74* 
MM 
14 69 
HM 
1191 
74 M 
M*l 
116* 
74* 
74* 
19* 
74* 
KM 

M ii 

7491 

74* 

11* 

MM 

a* 

74* 
74* 



tliO 
•** 
HID 
77 SS 
'4 IP 
*1D 
ID 71 
II IC 
OH 
I) * 
11* 
MID 
HID 
*I0 

* ID 
*ID 
16* 
II* 
II* 
II B 

n» 
if it 
HID 

* ID 
*IB 





HI *T*1 J 












i* 


ii* 


■-. 1 


71* 


I9JS 


iaJH.ml 


MN 


ii.-: 


1 ' . ■'..( ,'. 


a* 


I9B 


Miinmui I 


a* 


ii n 


. 


ii* 


11 ID 


IIIXJ " 


74* 
76* 


MID 
•»» 




74* 


MID 


I'l- 


74* 


MID 


Mm 

■6**l*a***l 


■»* 
" 


1110 
Mil 


{■MM 


«» 


IB II 


Krviiriaa*! 


7199 


II* 




W* 


II* 


i«-ntjl»4il«iiT.nai 


a* 


BB 


l>i>Uaa 
"nr.,-', 


74* 
71* 


UN 
■t <l 


MtMBI 


a* 


11 ID 


BJH 


a* 


MID 


i.,.,..... .. 


a* 


N ID 


UtoniV 


79* 


■1 | 


UM1I 


1»M 


MB 


IWiyl 


M* 


16 ID 


.»..., 


11* 


■111 


vow n**MHi 


11* 


UN 


• - ^ 


KB 


16 N 


WaMoMfn* 


n» 


11* 


*aA*Mia*|4aa4gsr 


aa 

ii* 


11 * 



3.5" DS/DD DISKS 
Quality Unbranded 
10 - £4.95 
50 - £23.45 
100 - £44.95 
Boxed in 10's wilh 
labels. Guaranteed 



Established 1986 



ST/AMIGA 


ITEM 


AMOUNT 




























f FREE DISCS 




TOTAL C 





E3 



by it UnUcn l-UHM FREE DISKS 

Cust. No. (if known) Payment: Cheque/P.O ./Access/Visa 

Nam© mwtMi „.„ 

Address »». >.«.» « „ 



Card No: „ Expiry Date: 



?m , send ?*■ *? rm w,lh P a V"iont payable to Best Byte* or phone our credit card hotline 0273 746467 
Mail Order only. Pnces include 1st Class Poslage. Packing and VAT. Overseas orders add £5 00 per item 
BEST BYTE (Dept ONE 24) 48 NEVILL AVENUE. HOVE. E.SUSSEX BN3 7NA 




Get real! Get wicked! 

Come and zap it to us at the 
ultimate computer gameshow 




even appear on TV. Try out the newest 
games and equipment from some of the 
biggest names in the industry including 
Commodore, Sega, Nintendo, US Gold, 
Ocean, Domark, Mirrorsoft, Microprose, 
Activision, Virgin/Mastertronic, Accolade 
and Gremlin. 



WHAT'S 
HAPPENING: 



• Stands and exhibits by leading 
names in computer games 

• Live music acts 

• Personality appearances 

• Live TV and radio broadcasts 

• International computer game 
championships featuring teams 
from Europe, Japan and America 

• Celebrity computer challenge 

• Spot prizes and raffles 

• Living-room of the future 

• C&VG national computer game 
championships. 

It's a great day out for 
all the family. 

I0AM-6PM 

EARLS COURT 

I5th AND 16th 

SEPTEMBER 



A portion of the entrance fee will be donated to 

ChildLine 



ENTER FIRST INTQ^ATTLE— LAST TO LEAVE 




the near future, as an alternative reality. BATTLE COMMAND is an 
e/strategy game in which the player controls a single MAULER Assault 
Tank in one of 16 scenarios (missions) in the ultra war. fought between two 
Inant races in the N6W WORLD. The latest phase of the North/South war 

een going on for over K) years, with a stalemate eventually developing - a 
ndoff between armies massed over a long dug-in battlefront. Such are the 
defensive capabilities of each side, full scale attacks are suicidal, so any 

h/e moves are. by necessity, small "behind the lines" actions performed by 
troops in specially designed vehicles. The Mauler is the latest such machine 
able of being lifted in and out of hostile territory by fast stealth choppers 
h the most advanced weaponry the Northern scientists can devise 
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IS HERE! 

• SYNCRO EXPRESS IS A HIGH SPEED DISK DUPLICATION SYSTEM THAT WILL PRODUCE COPIES OF YOUR DISK 
IN AROUND 50 SECONDS!! 

• Syncro Express requires a second drive & works by controlling it as a slave device & ignoring the ST or Amiga 
disk drive controller chip whereby hicjh speeds & great data accuracy are achieved. 

Menu driven selection tor Start Track/End Track - up to 80 tracks. 1 side. 2 sides. 



Very simple to use. requires no user knowledge. 
Ideal lor qlubs. user groups or just lor your own disks. 
Probably the only duplication system you will ever need! 



Also duplicates other tormats such as IBM, MAC etc. 
• No more waiting around for your disks to copy. 



THE LATEST CUSTOM LSI CHIP TECHNOLOGY 

By using an on-board Custom LSI Chip. Syncro Express has the power to transfer an 
MFM image of the original disk directly to your blank disk - quickly, simply and 
without any user knowledge. One external disk drive is required". 



SYNCRO EXPRESS IS AVAILABLE FOR BOTH THE ST AND AMIGA SYSTEMS - 
PLEASE STATE WHICH REQUIRED WHEN ORDERING 








If you don't have a second drive we can supply 
SYNCRO EXPRESS together with a drive for 

ONLY £104.99 (AMIGA) 
ONLY £119.99 (ST) 




HOW TO GET YOUR S" F pCifO EXPifcS'S' II 
TELEPHONE (24 Hrs) - ftW:»*ZEy/»M - CREDIT CARD ORDERS 

WE WILL DESPATCH YOUR ORDER QUICKLY 4 EFFICIENTLY 10 ENABLE YOU TO START BEDCVIMG THE BENEFITS Of YOUR PURCHASE WITHIN DAYS. MOT WEEKS 
OHOERSNOHIALLY DESPATCHED WTTHIN40 Hrv ACL CMfOUtt POSTAL ORDERS HADE PAYABLE TO... 

* DATEL ELECTiXOp.CS- LTD., — 

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND 

TECHNICAL/CUSTOMER SERVICE 0782 744324 



SEPTEMBER 1990 — 

Gordon Gunner' Houghton, a Big Shot in the World Of 
Weaponry, takes an amble through his armoury. 
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AT 8. 1 Sam on Monday. 6 August 1 945, a 
new era in human history began. The first 
atom bomb was dropped on Hiroshima oy 
the USA. in an attempt to force the 
Japanese to surrender in World War II. || 
had an explosive power ot 12.5 kilotons 
(12.500 tons) and was air-burst 580m 
above the city: over 60.000 Japanese 
men, women and children were killed, and 
100.000 injured. Almost the whole of a 
great seaport, a city of 250.000 people, 
was eliminated by the initial blast or by 
resulting (ire. The radiation that resulted 
from the explosion is still causing mutation 
on a genetic level almost half a century 
later. 

Current nuclear missile capabilities are 
even deadlier because of the ability to 
launch specifically-largetted multiple 
warheads from a single missile case: in a 
few minutes the entire surface of the Earth 
could be destroyed. Just 1 .000 years ago. 
firepower relied on human muscle 
strength alone; mechanical aids such as 
sling, bow and crossbow, catapult and 
trebochet. were the first weapons to 
extend man's reach beyond arm's length. 

GUNS-A-GO-GO 

The Chinese were the first to discover the 
power of chemical energy weapons and 
were using gunpowder in military rockets 
for centuries before their secrets were 
revealed in Europe. The first Western guns 
to use this technology were heavy and 
cumbersome cast-iron tubes, plugged at 
one end and banded with iron hoops to 
prevent [hem exploding m the faces of their 
operators. Bronze was a later develop- 
ment, and gave the guns greater mobility: 
lighter materials meant that the weapon 
could be fitted with wheels 

All these early cannon and the 
hand-held guns which appeared dunng 
the Middle Ages were smoothbore, 
meaning the inside of the barrel was 
smooth. In 1520 a German armourer 
called August Kotter discovered that spin 
imparted to a cannonball improved its 
range and accuracy - which gave birth to 
the technique of rifling, m which soft metal 
bands formed a spiral for a few inches 
inside the barrel, forcing the projectile into 
a spin on firing. 

Cannons had been in general use from 
the 14th Century, but were most effective 
tn siege warfare until Napoleonic times, 
when field artillery became smaller and 
more mobile. The howitzer, halfway 
between a gun and a mortar (muzzle- 
loading cannon) was used from the 16th 
century and was employed to great effect 
in the First World War. 

By this time, gun design had benefitted 
from its second major advance. In 1 855 W 
G Armstrong invented the breech: this 
allowed projectiles to be inserted from the 
rear of the barrel (rather than being pushed 
in from the front) and meant that rifling 
could be extended along the whole barrel 
length. It revolutionised gun production 
and is still the favoured technique today. 

The third breakthrough came as 
recently as the 1970s, with electronically- 
operated target devices and remote 
control firing: on modem battleships tor 
example, gun turrets are unmanned 



Today even howitzers are self-mobile, 
computer-controlled, able to fire a 95lb 
shell over 20 miles in five seconds, or 
launch a nuclear warhead. Shells can 
even be made to home in on tanks, though 
current technology still can't distinguish 
between live and disabled targets. 

SHORT SHARPSHOOTERS 

Small arms are another story The 
precursors of phasers and lasers, they 
came into use in the late 14th century as 
portable hand-guns supported on the 
ground and ignited by hand. The 
matchlock, evolved during the t5th 
century, used a match of tow and saltpetre 
gripped by an S-shaped lever which was 
rocked towards Ihe touch hole with one 
finger, enabling the gun to be held, aimed 
and lired in much the same way as It is 
loday. Only the addition of front and rear 
sights has altered this basic design and 
increased the precision. 

Hand-gun evolution closely parallels 
thai of the corresponding shoulder arm 
which had always suffered from one 
overwhelming problem: the ability to fire 
more than once without reloading This 
was finally solved in 1847 by using many 
combinations of multiple barrels: Ihe first 
practical version was Samuel Colt's 
six-gun. The automatic pistol, operated by 
recoil oi gas, was 




about a central axis and the breech 
containing the reloading, ejection and 
firing mechanism was rotated by hand 
shots being fired through each barrel in 
turn. The Maxim in 1884 (named after its 
inventor) was recoil operated, but some 
later types have been gas operated (Bren) 
or recoil assisted by gas (some Brown- 
ings). The sub-machine gun. first used by 
Chicago gangsters in the 1 920s. was also 
popular in World War II. From 1954 the 
Bntish Army standardised upon the 
Belgian FN30. which is gas-operated and 
can fire shots singly or automatically at 700 
rounds per minute. 

PROJECT X 

Projectile development has always run 
alongside gun technology. One of the 
earliest innovations after cannonballs was 
a hollow shell 
packed with gun- 
powder with a fuse 
cut to length so that 
it would explode in 
the enemy's ranks. 
This didn't prove 
accurate enough, 
since the fuse 
could bum out in 
'light, or could still 
be burning when it 
anded - th._ 
enemy simply 



introduced in Ger- 
many in the 1890s. 

The pnnciples ol 
rifling, breech 
loading and the 
repeater weren't 
successfully exp- 
loited for small 
arms until Ihe 19th 
century. The first 
breech loader was 
Von Dreyse's 
'Needle Gun', 
issued to the Prus- 
sian army in 1842. 
in which the 
detonator was 
incorporated with 
the cartndge. By 
1870 breech 
loading was in 
general use, since 
it was quicker and 
after finng. 

even swept Ihe barrel 

From this point onwards, gun manufac 
ture developed in two directions. An early 
rifle with bolt action was the Lee-Mettord 
(1888), followed by Ihe Lee-Enfield, both 
having a magazine beneath the breech 
containing a number of cartridges. With 
modifications, this type is still favoured by 
Ihe British Army. The US Army favoured 
the repeater (such as the Winchester), in 
which the fired case was extracted and 
ejected, the hammer cocked and a new 
charge inserted into the chamber all by 
pressing the trigger. 

The ultimate hand- held weapon is the 
machine gun, whose roots extend back to 
Amenca in 1860. Richard Jordan Gatling 
of North Carolina created a rapid-finng 
automatic gun, commonly known as Ihe 
Gat: a number of barrels were arranged 




FEATURE 



MILITARY 
MATTERS 

GUNPOWDER is 
the oldest known 
explosive, s 
mixture of sulphur, 
sodium or 
potassium nitrate 
and charcoal. No 
longer used as a 
propellent, Its most 
common use 
nowadays is In 
blasting and 
fireworks. 

THE OLDEST 
known offensive 
weapon la a 
broken wooden 
spear found In 
April 1911 at 
Clacton-on-Sea. 
Us estimated to 
have boon 
fashioned before 
200,000 BC. 

THE BLOODIEST 
war was World War 
II. In which an 
estimated 55 
million people were 
killed (almost 
equivalent to the 
entire British 
population). In the 
Paraguayan War of 
1864-70. the 
Paraguayans 
fought Brazil. 
Argentina and 
Uruguay. Their 
population was 
reduced from 1.4 
million to 200,000, 
ol whom only 
30,000 were adult 
males. 

IN MAY 1968 It was 
estimated that the 
world's spending 
on armaments was 
running at an 
annual rate ol S660 
billion this 
represents £72 per 
person per year. In 
1987 there were an 
estimated 
68,412,400 armed 
force regulars and 
reservists. 

THE HEAVIEST 
conventional bomb 
ever used was the 
RAF's 'Grand 
Slam', weighing 
22,000 lbs, and 
measuring 25 leet 
long. The heaviest 
nuclear bomb was 
the 24-foot long 
MK 17 carried by 
the US B-363 in the 
mid-1950s. It 
weighed 42,000 
lbs. 
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kicked ii Into a puddle. Next came the 
impacl (use. in which a detonator 
conlaining a small quantity of mercury 
fulminate, which explodes on impact with a 
solid surface, was inserted into the nose of 
the shell. This design is the one still In use, 
though lead azide now fills the nose cone. 

Gunpowder was gradually replaced 
during the 19th century by other forms of 
high explosive. Cellulose dissolved in 
nitric acid produced a cotton-like subs- 
lance (cellulose nitrate) which was stable 
under normal storage conditions (unlike 
nitroglycerine which is highly unstable) but 
which would explode upon a hard impact. 
More popularly known as guncotton. this 
produced a far greater blast than 
gunpowder and was also a belter 
propellant. Later in the same cenlury came 
the even more powerful trinitrotoluene 
(TNT) and irlnitrophenol (lyddite), which 
were used extensively during the Boer 
War and World War I. Today even more 
powerful explosives exist, among them 
tetryi. nitropenta and most recently 
hexogen. which is commonly known either 
as cyciomte or RDX. 

GOOD HEAD 

Shells, hand grenades, mines and missile 
warheads rely on the combined effects of 
blast and the flying metal fragments of the 
shell casing to achieve their effect. Some 
shell designs probe further: High- 
Explosive Anti- Personnel (HEAP) shells 
are packed with small steel balls as well. 
Anti-tank rounds were originally formed 
from hardened steel, but tungsten carbide 
(which is more dense) is now standard 
since it allows heavier and faster 
projectiles, giving increased armour - 
pierci ng ability. Today'smissilesalsohave 
fins to prevent them tumbling: centrifugal 
force dissipates the explosive charge. 

Projectile rounds come in all shapes and 
sizes. Armour-Piercing, Fin-Stabilised 
Discarding Sabot (APFSDS) rounds date 
back to World War II. The warhead is 
enclosed in two shells: a smaller one 
containing the explosive and a larger one 
which is discarded in flight, but which 
provides much greater initial velocity. 
High-Explosive Squash Head (HESH) 
rounds have a plastic explosive charge 
which spreads itself flat on the armour 
plate of a tank before exploding. It doesn't 
penetrate the armour but creates a 
massive Shockwave which knocks off a 
scab of plate from inside the tank; this scab 
then ncochets around slicing through 
bodies and equipment with equal indif- 
ference. 

THE GOLDEN SHOT 

With increasing weapons efficiency, more 
sophisticated computer-based systems 
were required. Over-the-horizon radar 
systems on ships compensate for pitching, 
rolling and lateral movement as well as 
distance. Tanks employ laser sighting and 
computers which take into account not just 
vehicle movement but air temperature, 
wind strength and direction, barrel 
temperature and even barrel wear. 

The greatest advances in posl-war 
weaponry have been in the field of missiles 
and their guidance systems. Germany 
was the pioneer, having turned to rocket 
development once it was forbidden by the 
Treaty of Versailles (1919) to develop 
conventional weaponry. The Germans 
contributed much to American and Soviet 



space programs, and their V1 flying bomb 
led ultimatefy lo today's Cruise missiles. 
They pioneered projectiles that home in on 
their targets' Infra-red (heat) emissions, as 
well as radar and television guidance, all of 
which are widely used in modem systems. 
These guidance systems are most 
effectively used in the latest 'smart' bombs 
and artillery projectiles. 

FUTURE PROJECTIONS 

WEAPONS of the future are usually seen 
as more complex versions of what we've 
already got. In Critters and Critters 2 the 
interstellar bounty hunters carry what look 
like ordinary machine guns until the end 
telescopes into a huge bazooka. Many 
science fiction films (The Last Startlghter 
for instance) are just futuristic westerns 
with phasers and lasers instead of Colt 
45s. Some owe more to medieval knights 
and swashbuckling 50s films - what's 
Star Wars' Light Sabre other than a 
luminous sword? 

Less traditional alternatives include 
pan-planetary destruction and mind con- 
trol. In The Ganymede Takeover. Philip K 
Dick's hell weapon destroys the part of the 
brain that perceives the world but leaves all 
higher brain functions intact. The victim is 
perfectly capable of reasoning and logical 
thought but totally unable to relate to 
anything around him. Each victim is 
imprisoned in an isolated personal reality. 

It's rare for weapons to show intel- 
ligence but there are exceptions. In Dark 
Star, asking a bomb to defuse after setting 
it to blow confuses it into an identity crisis. It 
needs to be argued out of exploding by the 
persistent application of Cartesian 
philosophy. In John Wyndham's Out Of 
The Deeps sentient tanks emerge from 
the sea extruding large spheres of deadly 
matter. The sphere splits open to reveal 
thousands of long cilia which fling out in all 
directions and drag any trapped 
organisms back into the tank. 

Spaceships are usually very well 
defended and only the most primitive lack 
shields. In Star Trek, the Klingon 
arch-enemies go one better with an 
ingenious cloaking device. The -ship 
remains invisible until it suddenly reap- 
pears at threateningly close range. In The 
War Of The Worlds the Martians' war 
machines are equipped with a deadly heat 
ray which fries unsuspecting humans lo a 
crisp in seconds. The Last Startlghter 
features the ultimate in last ditch 
weaponry: the Death Blossom succeeds 
where all lasers, shields and phasers fail. 



TRIPPING THE LIGHT 
FANTASTIC 

LASER beams have long conjured the image of the SF death 
ray, but it's only very recently lhat they have had any real military 
application. Laser is an acronym for Light Amplification 
Stimulated Emission of Radiation: capable of travelling over 
vast distances without dispersion, and of being focussed to give 
enormous power densities, high-energy versions attain 
1 ,000,000,000 waits per square centimetre. Many solid, liqutc 
and gaseous substances have been used tor laser materials, 
including ruby crystal (first used in 1 960), and a helium-neon gas 
mixture. 

Modern armies now use lasers as target designators. When 
forward air controllers called in aircraft to provide close support 
to troops on the battlefield, Ihey used to risk bombing their own 
men. With lasers, bombers simply have to achieve clear 
alignment with the target and direct the laser towards it: sensors 
in the nose of the bomb react to the source of energy and home 
In. 

Laser weapons currently under development and research 
fall into two categories under the broad title of beam weapons . 
The High Energy Laser (HEL) produces a beam of high 
accuracy which bums through the surface of its target - the 
USSR is thought to have a HEL capable of disabling an orbiting 
spacecraft. The Charged Particle Beam (CPB) uses either 
electrons or protons which have been accelerated almost lo the 
speed of light, to slice through its target. 

A secondary military use is to disable an enemy fighter: al a 
range of one kilometre or less, a powerful beam of light can 
temporarily blind the pilot, though it's not powerful enough to 
cause permanent damage to the eyesight. Lasers also have life 
beyond Ihe purely destructive: Ihey are used in communica- 
tions, cutting, drilling, welding, satellite tracking, medical and 
biological research, surgery and entertainment. 



WHEN It comes to 
weapons, flexibility Is 
The Punisher's motto. 
The star of Marvel 
comic, film and a soon 
to be released computer 
game owns a selection 
of sophisticated single 
and double barrelled 
guns, carries more than 
one at a time and Isn't 
averse to operating the 
odd machine gun or 
aircraft mounted cannon 
when he tinds H. 
Nevertheless he's 
prepared to 
Improvise - should 
the occasion 
demand it he's 
more than capable 
of deflecting 
shuriken wHh 
nothlnq but a knife. 



THE 10 LARGEST ARMS 


EXPORTERS IN THE WORLD 


COUNTRY 


PERCENTAGE OF 




WORLD TRADE 


United States 


27.5 


USSR 


24.8 


France 


13.5 


United Kingdom 


8.4 


West Germany 


7.3 


China 


5.7 


Italy 


4.1 


Switzerland 


0.6 


Nelheiiands 


0.3 


Czechoslovakia 


0.2 
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HOT SHOT STORY 



A VARIATION on 
the traditional 
space suit is the 
Enviro-Surt as 
worn, among 
others, by Epic 
Comics' Tomorrow 
Knights. A tough 
shell of armour 
fitted wilh laser 
guns, rocket 
launchers and gas 
masks aid these 
futuristic Errol 
Flynni In their 
intrepid battle 
against evil. 



A 

5# 



THE POPULAR arcade scene began in 
earnest with a snoot em up; Space 
Invaders 0978) Alan had released a 
couple of one-on-one combat games 
belore that (Tank and Air Combat), and 
Exidys Star Fire helped the genre in 
space, but the Invaders were the first to 
capture the pubic imagination. Space 
Invaders was devised by a group of 
Japanese psychiatrists, released by Bally/ 
Midway and contained one of the 
fundamental requirements of any shoot 
em up strategy Did you go for the 
honzontal or the vertical rows first? And 
how did you tackle the last alien? 

Galaxians pushed this single-screen 
format further: colour, a starfield backdrop 
and aliens that didn't just move from side to 
side And then there was Atari's Asteroids 
with a sh.p accurately affected by inertia 
which could move all over the screen (the 
first to have a wrap-around' effect). The 
influence of this too is still strong today - 
apart from resurrection in the shape of 
GalagaSSandAtan s B la steroids, 16-bit 
has paid homage with Gremlin's3DGalax 
and Elektra s Better Dead Than Alien - 
and there are enough PD Invaders to 
satisfy nostalgic tngger-fingera. 

The kind of power-ups and extra 
weaponry we take for granted in games 
like Irems R Type and Rainbow Arts' 
X-Out appeared as long ago as 
Nichutxtsus Moon Cresta (increased 
firepower via a mid-game ship-docking 
sequence) and Gaiaga (1982) with extra 
sections that boned onto your ship. 

Most shoot em ups provide extra 
hardware m the earty stages and balance it 
with increased enemy forces, with subtle 
variations In Image Works Xenon 2. for 
example, you start with nothing and have 
to prove your skill so that you can buy the 
extra goods, so that you can kill more 
aliens, so mat you can buy better 
weapons... and so on it s a case of being 
skilled enough to be prepared. 

The alternative to masses of hardware is 
the blaster that gives you minimal 
weapon ry against masses of opponents - 
as m Williams Defender or FTL's OIDS. 
where you are simply left to hone your skills 
and get on with it. Defender surfaced just 
10 years ago it was loud, mcredioty fast 
and it stretched your reflexes to the limit, 
just like its sequel Stargate and 
Robotron 2084 which followed it 
Defender contributed the radar mat's now 
standard in similar games, it fully 
developed the wraparound world, and it 
provided a mission other than simple 
destruction: to protect your own kind 
against invaders. It established a lead 
which games like Psygnosis Anarchy 
David Braben's Virus, Logotron s Star- 
Ray and New Wortd Computing's Datas- 
lorm all followed. 

Back in 1981. Scramble was the first 
game in which you had to think about 
something other than killing, because the 
landscape could kill you too. Hard men 
dodged through the second 'swirling 
aliens' and third meteors section without 
firing a bomb or bullet (except to get fuel) - 
only idiots tried the whole game that way. 
Scramble created one of the commonest 



moulds for the shoot 'em ups that followed 
it: a ship, aliens and an interactive 
landscape. What would R-Type. Denarls, 
Darius +. Sarcophaser, Blood Money, 
Menace. X-Out and Zynaps be without 
the landscape to get in the way? In this kind 
of shoot 'emup, the predictability of enemy 
movement is vital success: if you haven'l 
got a radar, you should know more or less 
where and when an attack is going to strike 
and what it's going to do when it arrives. 

Moon Patrol was the first game to 
contain parallax scrolling, giving an added 
three-dimensional feel. Deciding on the 
type of scrolling fundamentally affects the 
type of game produced: it defines the area 
within which your ship can move, and 
around which all alien attack patterns have 
to be based Horizontal scrolling is usually 
favoured over the vertical variety because 
the screen is wider than ii is high, so 
vertical scrollers give you less time to 
react. Programmers have compensated 
for this in different ways: Xenon 2, for 
example, incorporates a smidgeon of 
backwards push-scroll. Sidewinder inc- 
reases the screen width with sideways 
push-scroll - both methods give extra 
space in which to dodge enemies. Elite's 
conversions of Ikarl Warriors simply 
narrowed the playing area to emulate the 
coin-op parent's screen proportions. 

Sega's Zaxxon (1982) masked a weak 
game with revolutionary 3D graphics, so 
setting the trend for those games which 
rely more on graphical effect than 
gameplay. Oddly enough. Sega's Space 
Harrier did much the same thing in 1987. 
There are enough games around which 
maintain the payability from Konami's 
Nemesis lo Irem s R-Type 2. but an 
occasional graphical marvel promises 
much and delivers loo little - like Sega's 
Afterburner. 

Great home computer blasters have 
been more sporadic, though there are 
plenty of great games around which would 
sit quite happily in any arcade. The 8-bit 
machines spawned plenty of classics, and 
it's a wonder that many haven'l been 
converted onto 16-bit: Jeff Minter's 
off-beat Attack Of The Mutant Camels. 
Rabbit's Paratroopers. Novagen's 
Encounter (which Backlash almost 
emulated), Activision's Pastflnder. 
Archer Maclean's superlative Dropzone 
Firebird's Thrust (a Gravltar clone which 
only made it onto the ST), Sensible 
Software s Parallax. Martechs Crazy 
Comets and Mega Apocalypse (both 
loosely based on the coin-op Mad 
Planets), and Thalamus Delta and 
Armalyte are just a few thai never made 
the transition. Only GraftgokJ s Paradroid 
has made a successful trip from the past - 
proving that once you have a great idea for 
a game, it's timeless. 

The 16-bit future is looking a little 
brighter, with both X-Out and Turrican 
showing that you can combine com-op 
quality graphics, masses of weapons and 
aliens and inspired game design to create 
a superb shoot 'em up. But since 1987 
(which produced Side Arms and Soldier 
Of Light) the coin-op front has seen few 
innovations. Taito created Darius with 



three screens and a galactic map which 
needed strategy to choose the best routes. 
Space Harrier's hydraulic chair and 
graphics set new thnll standards. But only 
R-Type really pushed gameplay forward 
with its different levels requiring unique 
strategies and weapon combinations. So 
where are shoot 'em ups going? And whal 
have been the highlights so far? We asked 
those very questions of some of the 
industry's leading programmers... 

PETER MOLYNEUX 

Bullfrog 

MOLYNEUX reckons lhal the criterion for 
an excellent shoot 'em up is intensive 
playtesting:-Youcantjustdesignoneand 
put an alien wave here and a mother ship 
there; it's got to be played and played and 
played." (Bullfrog's own blaster Fusion 
was tested for a fresh 40 hours each time a 
new bug was found). At the moment Peter 
is only playing one shoot 'em up that really 
matches up to those standards - and 
that's Gunhed on the PC Engine console: 
"it's brilliant, so slick and well-balanced" 
Despite the fact that many consider it a 
genre in which all the good ideas have 
been used up Peter feels that there's still a 
lot of mileage in Ihegood old shoot 'em up: 
"There's scope for more intelligence, 
especially the way in which the alien waves 
attack. Instead of just throwing them at you 
it could depend on whal you do as to how 
they react. For example, if you fail to shoot 
them they could go off screen and come 
back later in bigger numbers." 

Extra weapons are crucially important - 
"the more the merrier" - but so far most 
have concentrated on improving the ship: 
"There's no feeling that you're actually 
Hying over something and no interaction 
with the background." Obviously it would 
be far loo hard if your craft was damaged 
every time it flew over an explosion: "the 
trick is to stnke a balance between realism 
and making it too much of a hassle.*' An 
alternative would be a damage meter 
which slowly registered the effect of 
continuous contact with explosions. 

One of his tug gripes is with the kind of 
games which deprive you of all your extra 
weapons every time you get killed: 
" Usually mere's not much point in going on 
- you might as well switch off and start 



GUNS 

A MORTAR is 
capable of firing 25 
bombs into the a* 
before the first one 
has landed. 

LASERS are so 
accurate that a 
beam can hit a 
target 20mm 
across at a range 
of two kilometres. 

GUN METAL Is so 
called because ft 
was once used to 
cast cannon. It's a 
high copper (BBS) 
alloy, also 
containing tin ana 
zinc: it's tough, 
hardwearing. and 
resists corrosion. 

THE TWO largest 
guns ever 
constructed were 
used by the 
Germans In the 
Siege of 

Sevastopol in July 
1942. They had an 
800mm calibre and 
were 94ft long. 
They fired 
projectiles 
weighing 8.1 
tonnes over 29 
miles, 

THE GREATEST 
range ever 
achieved by a gun 
was achieved by 
the High Altitude 
Research Protect 
gun. In November 
1 966 rt fired a 

I85lb projectile t12 
miles into the air. 



TEN 

RECOMMENDED 
SHOOT EM 
UP FILMS 

Aliens (1986) 
Battle Beyond the 
Stars (1980) 
Critters ( 1 986) 
The Empire Strikes 
Bock (1980) 
The Last 
Start ighlor (1984) 
Return Of The Jedi 
(1983) 

RoboCop (1987) 
Star Wars (1977) 
The Terminator 
(1984) 
Tron (1982) 



THE 10 LARGEST ARMED FORCES 
IN THE WORLD 

COUNTRY 



USSR 
China 

United States 
India 
Vietnam 
Iraq 

North Korea 
Turkey 
South Korea 
Iran 



ESTIMATED TOTAL 
ACTIVE FORCES 

5.096.000 
3.200.000 
2,163,000 
1,362.000 
1.252.000 
1.000,000 
842,000 
635.000 
629.000 
604,000 




FEATURC 



THEONE 
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ROCKETS 
AND PROBES 

WAR ROCKETS 
propelled by 
gunpowder, 
charcoal saltpetre 
and sulphur, were 
described by 
Tseng Kung Liang 
of China In 1042. 
This early form ot 
rocket became 
known In Europe 
by 1258. 

COLONEL Sir 
William Coogreve 
was the pioneer ot 
British rocketry. 
His '61b rocket' 
was developed to a 
range ot 1825 
metres by 1805 
and first used by 
the Royal Navy 
against Boulogne, 
France on 8th 
October 1806. 

THE FIRST 
liquid-fuelled 
rocket (patented 14 
July 1914) was the 
work of Dr Robert 
Hutehlngs 
Goddard. an 
American, ft 
reached an altitude 
of 41 feet and 
travelled a distance 
ot 184 feet on 16 
March 1926. 

THE LONGEST 
claimed range of 
any rocket belongs 
to the Russians. 
On 16 March 1962, 
Khrushchyev (then 
prime minister ot 
the USSR) claimed 
possession of a 
global rocket' with 
a range of 19,000 
miles more then 
the Earth's 
semi-circumference, 
and so capable ot 
hitting any target 
from either 
direction. 

THE HIGHEST 
recorded velocity 
of any space 
vehicle is 149.125 
mph, attained by 
the US-German 
solar probe Helios 
B, launched on 15 
January 1976. 
Helios B also holds 
■he record for the 
closest approach 
to the Sun by a 
rocket: It came 
within 27 million 
miles of the star on 
16 April 1976. 

THE MOST 
powerful rocket 
ever is the USSR's 
Energya, first 
launched In May 
1987. When fully 
loaded It weighs 
2400 tonnes and 
has a thrust of 
over 4000 tonnes. 



again. A better alternative would be to 
decrease your weapon slightly." Smart 
bombs are a cop-out: " It you need one It's a 
sign that there's something wrong with the 
design of the game." 

The ultimate weapon would have to be 
"an intelligent enhancement of a homing 
missile rather than an all-over forcefteld 
and huge laser bolls." H it was intelligent it 
could work out the most dangerous targets 
in sequence and go for them in turn. 
Another alternative would be "a virus 
bomb. Infected ships would fly off and 
infect others." 

The sickest weapon Peter has ever 
seen was an automatic chatnsaw in an 
early version ot the never- to-be- released 
Chalnsaw Warrior: "It homed in and 
sliced off your arms, legs and head in that 
order." An effect like that wouldn't have 
quite the same impact if it look place in total 
silence. Sound is always the "realty 
hypey" part ot a game: "Xenon 2 was 
brilliant parity because ol its sound 
efleds." One of Peter's favourite coin-ops 
is Taito's Rastan because the "music 
rises in pilch and hype when you approach 
a dangerous bit. It's important to leel 
you're achieving something audibly as 
well as visually " 

While weapons in shool 'em ups 
become more and more spectacular. 
Peter feels that in the real world they are 
going to gel more and more impersonal: 
"You won't see most largets except on 
radar and lasers will cause instantaneous 
death. Realistic flight sims would be the 
most boring games on earth . All you d see 
would be a bllpon the radar one minule and 
no blip the next." 



ARCHER MCLEAN 

Programmer Of 
Dropzone 

FOR MACLEAN the ultimate weapon is 
invincibility. Failing that "something thai 
destroys everything: a plasma wave that 
spreads out from your ship or something 
that freezes everything on screen tem- 
porarily. But weapons like that shouldn't 
come cheap - a decent shoot em up 
should make you earn them." Most 
modern games, he reckons, give you too 
much too soon: "Games where you press 
the button and about a million things shoot 
out all over the screen is cheating. The 
classics relied purely on skill." 

The man behind the 8-bit classic 
Dropzone has very clear ideas on the 
importance of sound. The most effective 
are frightening and irritating at the same 
lime: "In Defender there was an alien 
called Ihe Baiter: it used to zap all over the 
place making horrific squeaky noises. If 
you lumed the volume down you'd 
probably do much better." 

In real-lite he feels that space ships will 
probably end up being completely com- 
puter controlled : " In a way we've got them 
already - cruise missiles should be callen 
hittiles. Some weapons will be so 
intelligent they'll go lor and hit whatever 
you want. But you'd need an amazing 
Geneva Convention to restrict their use." 

On the games side, things can only get 
better: "We'll have spherical screen flight 
simulators like pilots use and It'll be like 
playing Star Wars only nastier and harder. 
Il would generate all sorts of different 
aliens: you could end up fighting some- 
thing that belies all conception and have to 



work out what to do with it." 
Virtual reality is another possibility: "The 

aliens wouldn't bear any resemblance to 
anything seen before. They could be so 
nasly you'll end up throwing down your 
helmet and breaking all the tubes." 

GLYN WILLIAMS 

Programmer Of Warhead 

DESPITE the fact thai he doesn't consider 
himself an expert on shoot em ups. 
Williams has some pretty clear ideas about 
whalhewants from one. He shares Archer 
McLean's view thai "weapons shouldn't 
be ultimate but highly restricted... The 
player isn'l in the business ot killing things 
quickly - games should make him work." 

In any case "enemies are more 
important than weapons. You can give the 
player a toolhpick but you've got to gel Ihe 
opponents nght." It's not so important that 
they're smart as long as you 've got "a lair 
amount of cerebral challenge." The real 
lest is to produce a game that's like a 
human being - unpredictable and intelli- 
gent: "There's always an element of 
emotional content in a human conflict and 
you have to recreate that on screen. II you 
don't hale someone or something you 
don't want to kill it." 

So far he hasn't seen anything that's 
been a radical improvement on the basic 
shoot 'em up setup: "There have been 
updates in technology but there's been 
nothing since Defender and Robotron 
which has been a vast conceptual 
improvement. Usually it's just presenta- 
tion and big sprites." 

Future shoot em ups should explore 
areas that haven't been covered so tar. "I 
could live without another sideways 
scrolling tentacted thing. That could go on 
ad infinitum but it wouldn't be infinitely 
more interesting. 3D on the other hand 
would make things much more dramatic - 
and there are areas like the Zombie genre 
and humour that haven'l really been 
exploited. You could have games based 
on B movies or the alimentary canal. II 
would have to be like Fantastic Voyage 
genuinely viscous and gloopy with bile 
guns to corrode your ship." 

In the real world Glyn is less bloodthirsty: 
"I'd prefer it H real weapons didn't evolve 
from a moral point of view. I don't mind 
people playing violent games as long as it 
stops them hurting each olher." 



ANDREW BRAYBROOK 

Graftgold 



THE MAN behind Paradrold refuses to 
commit himself when it comes to detining a 
good shool em up: "I don't know. There 
are so many different ihtngs. It's such a 
general term. You mighl as well ask what 
makes a human being." 

The golden oldies like Defender and 
Asteroids are still among his favourites - 
they were "simple and worked beautifully" 
- but there's always room for progress. 
Some of the ideas that are still to be 
covered include a kind of crvil war weapon: 
"A smart bomb would get the meanies to 
turn on each other and wipe each other 
out." Alternatively an automatic pacifica- 
tion bomb could "get Ihem all to be nice to 
each other." 

In general he thinks smart bombs are 
primitive: "You can be more selective... 



R-type showed a lot more originality in the 
weapons but it could have been a bit 
smarter with giving weapons back after 
you got killed." He feels that Konami's 
Salamander wenl some way lo providing 
a solution: "The pickups slayed on screen 
but drifted towards the back so you could 
pick them up il you were quick." 

The important Ihing is to keep a balance 
between a degree ot difficulty and making 
everything so easy it turns into a 
blood-bath: "Some arcade games grade 
(heir meanies so they get tougher 
depending on how many weapons you've 
got. You can't make them equal to the 
•player, because the extra weapons are a 
reward, but you can make it slightly harder. 
You can do it in a way that the player 
doesn't realty notice." 

As for Ihe fulure, Andrew reckons Ihe 
shool 'em up is far from dead: "The new 
console hardware like Ihe Sega Mega- 
drive means that you'll have more pretty 
graphics, and more objecls running at 50 
frames a second." Shoot em ups "will still 
be around because they're games thai still 
sell. We'll jusl add some new twists." 

At heart, Paradroid Andrew is a pacifist: 
"I hope thai real weapons won't develop 
any more. I've been really encouraged by 
recent events - Glasnost and the Berlin 
wall - and I think we've gone as far as we 
need to. A good weapon would be one lhat 
selectively picks off politicians because 
most people don'l want to fight." 

It's one reason why he thinks there's 
something sinisler about experiencing 
virtual reality in the guise of enviro-suits: "It 
could blow people'sminds and make them 
very reclusive. That would totally devalue 
social skills and breed a race of 
psychopathic killers. Games are just for 
entertainment. They shouldn't be a way of 
life." 

MANFRED TRENZ 

Rainbow Arts 

TRENZ, original designer of Turrican, has 
very clear ideas about what makes a good 
shool 'em up. He's a keen coin-op blaster 
himself and has spent hundreds of 
Deutsch Marks on Alrbuster. Gradlus, 
Nemesis and R-Type 1 and 2, mosl of 
which he's finished. The excellent shoot 
'em up formula has to include "very good 
steering, the nght weapons, a screen -full 
of enemies, lots of special effects and very 
good graphics." The best effects are the 
ones which surprise you in somo way: "In 
Latin Fighter a big ship comes down from 
above and suddenly shnnks to your size. I 
was so shocked when it happened thai I 
got killed. That was really clever." 

Favourite weapons include a powerful 
multiple shot (preferably one which fills the 
screen) or a big laser flash which wipes oul 
everything: "At the end of The Last 
Starlighter the hero activates a huge 
weapon. I've never soen it in a shool 'em 
up but it'll be in my next game. It's THE 
weapon.' He's convinced that in future 
shoot em ups are going lo oe approached 
by a huge development learn which 
concentrates on technology and design. 
It'll be something like a film crew: "four or 
five programmers, four graphics artists, 
one or Iwo musicians and a couple ol 
directors and designers." 



NUCLEAR 
BOMBS 
AWAY 

MODERN fire-power 
consists ol 
complicated 
electronic and visual 
systems, large 
teams ot people 
and, inevitably, 
sophisticated 
computers and 
communications 
The most complex 
ol all are nuclear 
weapons, which 
derive their 
explosive torce Irom 
fundamental atomic 
reactions Original 
researcti into their 
manufacture was 
earned out in Britain 
-n 1940, but 
translened to the 
USA after America 
entered the war (the 
Manhattan Project, 
directed by 
Oppenheimer) 
Though the bombs 
have become ever 
more powerful, there 
have been only 
three major 
development 
stages... 

ATOM 
BOMB 

THE ORIGINAL 
weapon relied on 
trie use of a 
chemical explosion 
to trigger a chain 
reaction. The first 
exptoscn was at 
Alamagordo. Now 
Mexico on the 1 6 
July 1945 The first 
use in war was three 
weeks later over 
Hiroshima 

HYDROGEN 
BOMB 

A MUCH more 
powerful weapon 
which relies on the 
release of 
thermo-nuclear 
energy by Ihe 
condensation ot 
hydrogen nuclei lo 
helium nuclei (as 
happens in Ihe sun). 
The first detonation 
on earth was at 
Enrwetok Atol in 
1952 by the USA. 
through the 
triggering ol tritium 
by an ordinary Btom 
bomb 

NEUTRON 
BOMB 

ALTERNATIVELY 
known as tho 
Enhanced Radiation 
Weapon (ERW). this 
Is a very small 
hydrogen bomb 
which has relatively 
h*gh radiation lor the 
minimal blast 
capabilities 't offers 
It's designed lo klH 
(in up to six days) 
by a bnel neutron 
radiation which 
leaves buildings and 
weaponry intact 
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SHOOT 'EM OPS: THE HARDWARE FACTS 



AN INTRODUCTION 



~- S BRIEF foray into the wonderful world of weaponry is not a definitive 
pt6e. Far from it: it 's provided to give the casual consumer a general taste of 
is available. Heavens, if we covered every available weapon and 
ca^craft available we'd need volumes. Incidentally, the different craft types 
« De covered in the future. Enjoy... 
■H.HY OF THE following specific weapon 
are more widely available as 
^dised or inferior clones: the follow- 

Section represenls either the firsl use 
» such a weapon, or its current highest 
•c-nological expression. The groupings 
1 Bombs, Lasers, Missiles and Other 
*— laments are intended only as a reader 
ac and the authors accept no respon- 
•oiity for inaccuracies of classification 
-j a general selection of the most 
powerful weaponry around, buyers are 
«*erred to the following outlets: Xenon 2: 
Megablast (Lasers, Missiles, Front, Rear 
*v Side Shots, Drones, Mines and Smart 
tombs). X-Out (Single Laser to Three- 
tWay Fire Range, Bouncing Bombs, Smart 
Bombs, Missiles, an Electric Bow, Flame* 
Rl 'ower. Shields and Guided Drones) and 

-ncan (Mines, Lasers, Bullets, Lightning 
n/eapon, Grenades, Energy Weapons 
and a unique Gyroscope Defence 
Mechanism). 




PLASMA BOMB 

DESCRIPTION 

Short-range bouncing bomb, only available In pans 
FEATURES 

A unique control mechanrsm filled to your ct an allows this 
twin loiror lo be unleashed Iron- two independent 
bomb^uricnors There's a sight delay between each 
Domb. givmg you the comfortable guarantee that il the 
first one misses the alien installations, the second one 
will wipe the smiles of ihee slimy laces. Plasma Bombs 
Mao have regenerative capability once luted, ihey an 
yours lor trie 
AVAILABILITY 

zynapa 



BOMBS 

BOMBS have always split buyers inlo 
Dunsts and thrill-seekers. Thrill- seekers 
30 straight for the easier- to- handle items 
such as Standard Smart Bombs, Track 
and Plasma Bombs - weapons of 
maximum effect for minimum effort. 
Purists like to think before they kill, and will 
often opt for the NovaBomb, the Nova 
Smart Bomb or the Energy Bomb - 
weapons which require skill to manipulate 
and a lot ol effort lo acquire. Nostalgic 
purists are often found hanging around the 
older outlets such as Defender, where the 
limited smart bomb capability still draws 
Ihe investors. 





NOVABOMB 

DESCRIPTION 

Large nuclear bomb, detonation detenrrmed by the user 
FEATURES 

Although Ihe NovaBomb is titled wim a nose -cone impact 
detonation device {thus eiploding on contact with the 
ground, an enemy installation or a shield I . «t <s posseile 10 
deionate 1 at any pomi between launch and impact if 
required In either case the eipiosion releases a huge 
nuclear fireball with a wide blast range and almost 
irresistible force Only the best defended Iristalksttona 
and cart are able to withstand its power 
AVAILABILITY 
OlDS 



STANDARD SMART BOMB 

DESCRIPTION 

The ultimate deterrent weapon, capable ol destroying 
nverytning in the immediate vicinity ol your cralt 
FEATURES 

The faithful Standard comes in two basic models The 
amtted impact bomb is one lor the aces a destroys all 
wearier enemies, teovea larger ones crippled and c racks 
Ihe hui ol any heaghlars or afcen carriers, lorcmg them lo 
discharge the* load. The 'total annihaaUon' variety 
causes lata contusion amongst enemy ranks, since «t 
destroys everything in srght - a weapon ol last resort 
whch has saved many a past's skm. Smarts come as 
some beams, pulse beams, eiploding missiles, or simple 
muli -purpose annihilalors; make sure thai what you buy 
is compatible with your crafl. A final word ol advice: these 
weapons have always suHered Irom distribution 
problems and so are constantly in snort Supply - don't 
squander mem! 
AVAILABILITY 

Scarce numbers available only *i limited outlets 
Individual corporations have patented their own design . 
so the Standard comes in many disguises: keep your 
We ste ll ready lor Ihe Devastator (Anarchy). Neutron 
Bomb (Better Dead Than Alien). Zap (Xenon 2j. and so 
on. If in doubt, ask your supplier. 



TRACK 

OESCRtPDON 

Pseudo-intelligent terrain- hugging X bomb 
FEATURES 

One ol the eareasl attempts to create a bomb thai thinks 
about what it's doing, the Track a onfy parti ley 
successful It skirts the edge of any given landscape in 
which it o launched lor a 
limited period, destroying 
weaker installations only. 
Research into thia 
weapon-type is now dis- 
contained. 
AVAILABILITY 
Cybemord 2 




LASERS 

MUCH OF THE major research into this 
deadly accurate attack system was 
Initialed on Earth in the tale 20th Century, 
though it's been developed into a highly 
effective weapon since then. Most laser- 
based weapons systems work on the 
principle of focussing an intense beam of 
light at incredible temperatures onto a 
target - there are very tew metals, plastics 
or rock classes able to resist it. Unlike 
bombs and missiles, it's capable of 
high-speed emission and long range 
penetration, making it an essential aid to 
any combatant. The list below discounts 
Ihe various types of regular laser now 
considered basic equipment in most 
defence units across the Galaxy - if you 
haven't got one already, it 's assumed thai 
you will be able to pick up one of these at 
most good hardware outlets. 





EMERALD LASER 

DESCRIPTION 

Intermillent laser powered by energy oWraded from 

■ ■"li'dilll', 

FEATURES 

Although it looks and ads hke a standard laser, the 
Emerald has several power -up modes. For this reason 
it a favoured by many ol the Galactic hotshots. At weaker 
levels t s barely effective against aggressors, so may 
prove unsuitable lor flight novices A! rvghei levels it's an 
unstoppable asset to any crafl. It b also worth 
considering the manufacturer s guarantee ol 100 per 
cent retaoility. 
AVAILABII ITY 
Battle Squaoron 



REFLECTION LASER 

DESCRIPTION 

Ifcgh-penetration pane* beam which senses its largeta 

Becoming lo mechanical vibrations. 

FEATURES 

One of the most intelligent weapon designs yel lo appear. 
Ihe Reflection laser is widely respected by opponents 
throughout the Galaxy. When dnrd n Hies off al a 45 
degree angle and is deflected by inanimate terrain, 
destroying any ground installations m rts path and giv*ig 
encroaching a*bc-ne enemies ■ nasty surpnse It cornea 
in one strength onfy. but once fitted the power unit 
rfjganeiales (he beam a mi si immediate y lo) ttklflfl M 
your ship needs R. 
AVAILABILITY 

R-Type((irsi use) Also available from Denans (known as 
Lightning BMZ Shot) 

MISSILES 

EVERY new craft should have missile 
launchers or lasers filled as standard - if 
yours doesn't, take it straight back to your 
dealer and demand a refund. Once you get 
the basic kit, you can expenment with the 
items from the list below. Homing missiles 
are an old favourite, but beware that you 
don't get your fingers burnt: there are 
homers around that fly like slugs and 
wouldn't catch up with the target in a million 
years. Check Ihe fuel composition and the 
thrust capability before buying - if 
necessary, ask for a demonstration. 




HOMING MISSILES 



MACRO LASER 

DESCRIPTION 

Wide-beam side-mounted drone laser 
FEATURES 

Some weapons benefit hum power -ups. and the Macro 
Laser Is one ol them To make lull use ol «s 
plasma -packing potential, you need plenty ol extra boost 
- II you lack credits, forget <L On full bfasl U s 
unstoppable, stale oil ho -art annihilation equipment 
thai has lobe seen io be believed For ihe wealthy who 
can afford the tracking and communication systems 
necessary lo keep the gunt in place, more than one can 
be fitted. 
AVAILABILITY 
Xenon 2 



DESCRIPTION 

So" I a' getting ue and forget impact-detonated mis- 
sees. 

FEATURES 

Apart from Ihe oOvxxjs advantage lhaf homers have over 
other kinds ol missile, there n Ihe added bonus ol a 
moderate (ring rale. II you are in a tight situation and cant 
afford lo concentiale on every enemy around you. 
there's no more reassuring feeling than the knowledge 
that you can unleash large quantities ol homers and get 
on with Ihe real ol your iito Make aura you gel the 
turbo-boost kind, or you fry. 
AVAILABILITY 

Xenon. Xenon 2 Many craft now have a standard 
tnierface fitted aaowing (hem to accept a variety ol 
homing missile types 
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PSEUDO-STELLAR MISSILE THE FORCE 

DESCRIPTION 

Doop space rmsaiks. unsuitable lor planetary use 
FEATURES 

One o) the newer models <r the hardware handbook. Ihls 
not only efcminates the larool onto whch it is locked but 
also has an effective kin range which can, II you aren't 
careful about keeping you» disiance. include you * very 
powerful weapon not recommended to* general use. 
AVAILABILITY 
Warhead 

OTHERS 

THERE are plenty of additional specialist 
weapons which can make life in a hostile 
environment more palatable. Particle 
beams, cannon, mines, drones and freeze 
weapons are just a few of the more 
conventional options developed by 
weapons corporations in the past lew 
years - a selection of those and some of 
the more unusual armament types is listed 
here. For a fuller explanation and a 
broader catalogue, contact your local 
dealer. 



DESCRIPTION 

Mobile drone. 
FEATURES 

It s often been sad that Ihe R9 tighter set the 
standards wfuch others followed, not least *> the 
design of As unique drone Known as The Force', 
II s easay attached to the front o< rear ol the ok) R9 
model (untodunalery it S incompatible with other 
spacecraft) and cart be discharged when required 
Connected to the craft It increases the firepower as 
a remote, the peot can guide A (roughly) towards 
lorward targets, where (Is inwcibte eilcnor and 
powerful weaponry prove useful ahes m any correal 
scenario 
AVAILABILITY 
R-Typa 





ANTI-MATTER PARTICLE 
BEAM 

DESCRIPTION 

An orlahool ol laser technology, offering unique 
near-total destructive capat-trfy. 
FEATURES 

Once it has achieved lui power, the AMP Beam 
unleashes deadly and accurate high<oncentral>on 
blasts ol pure energy The firing rale is anw"*gly 
rapd lor a weapon ol its sue and strength, with the 
added tonus mat the manufacturers provide a rear 
shot adaptor as standard Its one weak spot is that ' 
cuts a narrow swathe Ifirough tne enemy, and can 
leave the ship vulnerable to side attack. 
AVAILABILITY 
Battle Squadron 



MAGMA WAVE 

DESCRIPTION 

Pulse-weapon generated by the emission of heal 
from molten roc* 
FEATURES 

A collector s riern. and a good aB- round oHenstve 
weapon Us unique combmabon of speed, power and 
accuracy <wrth a wide-angle beam and long durabon) 
make it a must tor aBematlve arms diatom. 
AVAILABILITY 
Battle Squadron 



RIPSTAR 

DESCRIPTION 

Mum-direcfjonal spray fire 
FEATURES 

The drawbacks of the Riistar are obvious: only one 
can be fitted to your ship a] any ono time, and only a 
handful were ever made However, the 360 degree 
raptf-hre effect is a certain saviour in times ol 
trouble, and buyers are advised to purchase one 
(plus adaptor) at every opportunity An interesting 
note lor tmna tans the Raistar is reputedly based on 
n weapon known as the Death Blossom , a fictional 
item ol hardware from the film The Last Slartighle'. 
AVAILABILITY 
Blast erc*is 



PERSONAL 
WEAPONRY 

FOR THE individual who, for one reason or 
another, prefers to tackle the enemy 
single-handedly on its home planet, this is 
a list of standard items he should seriously 
consider taking along. Bounty hunters and 
freedom fighters alike would do well to 
mimic the inventory list of Turrican: this 
includes an option of lasers or bullets, 
grenades, mines, a combat enviro-suit, 
limited smart bomb, lightning weapon and 
transformer technology. Other weapons 
are available (such as flame-throwers, 
napalm bombs, etc) - but the keyword is 
variety. You never know what you are 
going to face on an alien world. 






DRONE 

DESCRIPTION 

Remote device, usually side-mounted Type varies 

according lo outlet 

FEATURES 

This uruquely conceived item ol hardware usually 
performs one ol two functions Some pUols prefer 4 
to act as invinoWe outrider', provicfcng limited shield 
protection around the craft others customise it w*h 
their own weapons systems, creahng a drone with a 
finng capability similar to the she lo which ii n 
attached. 
AVAILABILITY 

Moderately common. Some o< the most effective 
lound m Xenon 2 (which spews bullets m 16 
directions). Menace (a s*npte shield drone) and 
R-Type (ads as an extra weapon -cum- shield) 



MAGNETIC TORPS 

DESCRIPTION 

Spherical p/Ofectiles reputedly composed ol pure 

energy 

FEATURES 

With a w-Jespread launch angle, these omissions 
often catch Ihe enemies that others miss, and are 
useful in thwarting clandestine side-attacks. 
However.what you gain in angle you lose in 
accuracy: skied enemy p*jts have been known to 
negotiate Ihe gaps 
AVAILABILITY 
Battle Squadron 



LIGHTNING WEAPON 

DESCRIPTION 

Hand-held electrical discharge weapon 
FEATURES 

Thrs is one ol the most ruthless private arms 
available on ful power lis range and strength are 
enormous, making n ideal for muni-purpose use. A 
smaa transformer fitted to a standard laser gun 
converts electrical emissions into a controlled beam, 
whose harsh rasping noise is guaranteed to terrify 
any opponent It even comes wlh a free 90-day 
warranty, malung it a must lor indnrkJual and 
corporate purchasers alike 
AVAILABILITY 
Tgmcan 

OTHER HARDWARE 

IF THE lalest weaponry isn't what you 
want, many hardware dealers now stock a 
wide variety of customised bolt-on extras 
for personal and spacecraft use. The 
following catalogue extracts are by no 
means comprehensive, offering a mere 
taster of the lull range (available on 
request ), and discounting the more 
obvious and widespread extras available 
For example, this catalogue doesn t 
include the varied methods of obtaining 
extra lives' (le: cloning spacecraft or 
body-armour) or fuel boosters (speed ups) 
during combat, since these can now be 
tailor-made lor the individual purchaser 
Similarly, most stores stock hundreds ot 
types of fuel scoops, power refills, radars 
and rear shot adaptors, and many 
proprietors will be only loo willing to 
discuss an autotire trigger option. Lastly, if 
you shop in the nght places, it s possible to 
have a kill-counter fitted to your weaponry 
- in certain sections of the Galaxy kills are 
traded for bonus points or credits at Ihe 
nearest space station. 



FRAN HAM P-111 
MEGADEATH 

DESCRIPTION 

Shoulder-arm gun 
FEATURES 

L*e the three-pronged Zarman T90 Killomatic. this is 
standard issue lor Bad Company troopers The 
Mogadeath offers ground -hugging energy -hoops with 
an unparaaeted firing rate anywhere in the Galaiy 
With the addition of power boosters (currently in 
limited supply), the raw increases further classifying 
tnu as a Weapon of Maximum Destruction (WMD) 
The Farnham M11 is not recommended (or cXikVen 
under the age ol 14. 
AVAILABILITY 
Bad Company 




GRAPPLING ARM 

DESCRIPTION 

Tetescopie arm with manual telracton capability 

Personal use only 

FEATURES 

Combat hardware doesn't come much otter than tha 
- even so. it's an essential tor any hghtweighl 
individual wishing to inhRrate enemy bases. The 
manufacturers Stress « advantage* particularly m 
lungle and interior scenarios, where the grappling 
arm's mechanical hooks find easy purchase. 
Individuals are dissuaded from using a on ce worlds. 
AVAILABILITY 
Btonic Commandos 
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REAKS THROUGH... 

AMIGA 
ACTION 
REPLAY 



TM 




ONLY 

£59.99 

POST FREE 



THE WORLD S 
MOST POWERFUL 
FREEZER-UTILITY 
CARTRIDGE IS HERE 

JUST LOOK AT THE UNMATCHED RANGE OF FEATURES 

AMIGA ACTION REPLAY SIMPLY PLUGS INTO THE EXPANSION PORT OF YOUR AMIGA 500 AND 
GIVES YOU THE POWER TO FREEZE MOST ANY PROGRAM, THEN YOU CAN:- 



■l SAVE THE ENTIRE PROGRAM IN MEMORY TO DISK 

Special compacting techniques enable uplo :i programs to 
fit on one disk. Unique F1)OS power means thai ihe pro- 
grams reln;id at uplo I TIMES FASTER than Amiga Dos - 
even IndfjK'iHlunlly of the earliiil^c 

■ UNIQUE INFINITE LIFE/TRAINER MODE 

Allows you to generate more and even Infinite lives, 
furl, ammo ele. Perfect as a trainer nuxie to (jet you 
past that ' impossible" level. Very easy lo use. 
g SPRITE EDITOR 

The full sprite editor allows you lo virw/modlly the 
whole sprite set Including «>ny 'attached' sprites. 

■ VIRUS DETECTION 

Comprehensive virus detection and removal features lo 
proteel your software Investment. Works with all 
presently known viruses. 
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■ SAVE PICTURES AND MUSIC TO DISK 

Iletures and sound samples ran be saved lo disk. Files 
are IFF format suitable for use with all the major graphic 
and music packages. 

■ SLOW MOTION MODE 

Now you can slow down the action to your own pace. Easily 
adjustable from full speed lo 20% speed. Ideal lo help you 
through the tricky parts! 

■ RESTART THE PROGRAM 

Simply press a key and the program will continue where 
you lell off. 

■ FULL STATUS REPORTING 

At the press of a key now you can view the machine status. 
Including Fast Ram.Chip Ram, Ramdisk. Drive status.etc. 



PLUS THE MOST POWERFUL MACHINE CODE FREEZER/ MONITOR 

MORE FEATURE THAN YOU COULD EVER NEED. HERE ARE JUST SOME: 

ft Full M68000 Assembler/ Disassembler • Full screen editor • Load /Save block • Write siring to Memory 

ft Jump to specific address • Sho*Ram as lext • Show Fro/en picture • Play resident sample 

ft Show and edll all CPU registers andllags • Calculator • Help command • Full search feature 

ft Unique Cutoin Chip Editor allows you to see and modify all chip registers -even write only registers • Notepad 

ft Disk handling - show actual track. Disk Sync pattern Etc. « Dynamic Breakpoint handling 

ft Show memory' as HEX. ASCII. Assembler.Declmal • Copper Assemble/Disassemble. 

REMEMBER AT ALL TIMES YOU ARE INTERROGATING THE PROGRAM IN IT'S "FROZEN" STATE WITH 
ALL MEMORY AND REGISTERS INTACT. -INVALUABLE FOR THE DE-BUGGER OR JUST THE INQUISATIVE! 



HOW TO G ET YOUR AMIGA ACTION REPLAY... 
TELEPHONE (24 Hrs) - I I - CREDIT CARD ORDERS ONLY 



WE VVIU DESPATCH YOUR ORDER QUICKLV & EFFICIENTLY TO ENABLE YOU TO START RECIEVING THE BENEFITS Of YOUR PURCHASE WITHIN DAYS. NOT WEEKS. 

ORDERS NORMALLY DESPATCHED WITHIN 48Hrs 
ALL CHEQUES/ POSTAL ORDERS MADE PAYABLE TO... 

OATEL ELECTRONICS LTD., 
GOV AN RD., FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS. ENGLAND 

TECHNICAL/CUSTOMER SERVICE 0782 744324 
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GREAT WHITE HOPE OR 
GREAT WHITE ELEPHANT? 




CD-I: What is it? Will it really become the 
medium of tomorrow? What will it look 
like? And how much will it cost? Christina 
Erskine attempts to throw some light on the 
subject. 

I ASK ANYONE what exactly CD-I is. and 
[the chances are ihey will tell you it's 
■ 'interactive television' - which isn't really a 
^ H lot of help. 

CD-I is in fuel the title given hy the 
International companies Philips and Sony 
Iflatcr joined by Matsushita) to their jointly 
produced standard for a machine specification and its software. 
The idea is to be able to mix data culled from different types of 
visual anil audit) media on a single compact disc (lis opposed to a 
floppy diskette) and to give users control over how this is 
presented and manipulated on-screen. 

A full CD-I system comprises the disc unit itself, which looks 
very much like a VCR-swcd CD-audio player, linked to your 
television and hi-fi system, plus an infra-red remote control 
device. There is no separate computer in the package. since CD-I 

— unlike CD-ROM - is a complete system in itself. It's being 
launched in the US next year, and we will probably see it in the 
UK in 1992. 

The data which is digitised onto the compact disc can be text, 
computer-generated graphics, video, still photographs, 
animated drawings, speech, music, sound effects, and so on. It 
can be programmed on the disc as a game, a cartoon, a 
sound-and-vision encyclopedia, or a multimedia 'book'. Both 
Boeing and Renault have prctduced compact disc versions of 
their flight and car manuals respectively, where the mechanics 
can stop the text and diagramsai any point, zoom into the picture 
in more detail to identify parts, replay any of text explanations or 
visual presentation of the procedures, and so on. 

Using the remote controller, you can 'interrogate' the 
programs, influence the action, jump to different parts of the 
disc, and so on, depending on how the software has been 
programmed. 

Because the on-disc data can be sourccd from so many 
different media. CD-I isextremely versatile. Orthodox software 
publishers only count for a few of Ihe developers who have 
already beensigncduptoproducc CD-I titles - book publishers, 
record companies, and film and animation concerns are all 
interested in the system. Titles in development range from 
children's cartoons, a CD video jukebox for use in record shops, 
games which bear about as much relation to the current crop of 
ST- Amiga titles as a Porsche does to the horse-drawn carl, vast 
video-based databases with full cross-referencing and interroga- 
tion facilities, and of course the vertical market handbooks and 
textbooks. 

This last application aside, the pioneers of CD-I - Philips, 
Sony and Matsushita - aim to create a market for Ihe system 
which will soon see it slacked upon (he living room shelves in Ihe 
same way as Ihe TV. video, sicreo system (and toa lesser degree, 
the home computer) arc today. 

Such a level of ownership is a long way off. bul publishers who 
arc developing tides for ihe system arc cautiously optimistic 
about its chances: "For CD-I 10 be a mass-market success, il 
needs to attract a larger market lhan computers have done. It 
needs io at iracl people who've never touched a computer before 

- women and girls, for instance," thinks Cinemawarc's head of 
product development. David Riordan. But only around 
s.i.ihmi. imi.fMMi people will buy at the initial price: S5CKI is the 
magic figure - then it starts lo become a mass-market product 
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"With CD-I 
you are 
talking about 

spending 

mini-film 
budgets. It's 
a very 

interesting 
concept, but 

we would 
only 

consider 
writing for it 

if it was in 
co-operation 

with a film 

or record 

company." 

Geoff Heath, 
Head Of 
Mindscape UK 



"People will 
expect a 
massive 
amount of 
stuff in a 
game. The 

lead time to 
produce a 

16-bit game 

is now six to 

nine months 
and to do 

anything on 
CD could 

well double 
that." 

Peter Molyneux. 
Bullfrog 



and you'll sec an explosion of sales." 

II Cinemawarc is wailing for the price to come down, here in 
Ihe UK. Virgin's William Beckett believes success lies more in 
terms of sheer number of machines sold: "If they can sell 
200.MI0- 3(10.000 CD-I and CD-I-related machines in the States 
by. say. the end of 1992.- then it will pick up speed." 

"It's like going back lo ihe beginning of home computers. 
You've gol this new thing which is interactive, fun and parents 
can sec the educational content. But it's not a mystical machine 
like Ihe ZXM1 or BBC B There's no kcyhoard, so you take away 
that key clement of fear." explains Mirrorsoft's multimedia 
manager Jon Norlcdgc. 

From Ihe original audio compact disc (pioneered by Philips 
itself asa development from its Laservision product) it was only a 
short step to transferring other digital data - such as computer 
programs — on lo the medium to create CD-ROM. with the 
added bonuses that compact disks are more durable, certainly 
than fragile 5.2S" floppies, and their capacity is around 1,500 
limes bigger than a standard (60Kdi.sk . Attached to a CD-ROM 
drive. Ihe computer can control the access to the software. You 
can't write lo a CD, bul you can choose how lo manipulate the 
information contained on it. and which bits of the disc you want 
lo access. 

CD-ROM can also mix different types of daia in Ihe same 
program - sound, or computer programs, or visual images, and 
so on. Enter Philips and Sony and Ihe development of a 
worldwide standard for an interactive system which would nol 
require an external computer and would be affordable. The 
result is CD-I. 

One of the difficulties in explaining CD-I is that once the 
general idea is understood, the possibilities arc virtually infinite . 
This is also ihe factor lhai many potential supporters find 
daunting. It's one thing lospcnd six to nine months writing code, 
sound and graphics routines for a 16- bit computer game, where 
you have a limited amouni of RAM to hold any one stage of your 
game in, and a finite amouni of disk capacity. It's quite another 
when you have 550Mh to fill, and a wealth of different formats 
from which you can source your daia. plus of course, all Ihe 
cross-referencing routines needed if the product is to be truly 
interactive. This is why publishers are talking about 
development limes of ai least Iwo years, and budgets of a( least 
$200,000. 

"With CD-I you arc lalkingaboul spending mini-film budgets. 
It's a very interesting concept and very exciting, bul we would 
only consider writing for il if il was in co-operation with a film or 
record company," explained Geoff Hcalh, head of Mindscape 
UK. "People who buy CD-I will expect to have Iruc multimedia 
software. We are looking at it but it's a major investment." 

Pelc Molyneux ai programming outfit Bullfrog is also cautious 
about conventional software publishers' ability to deliver 
product that is weighty enough to meet public expectation: 
"People will expeel a massive amouni of stuff in a game. The lead 
lime lo produce a 16-bil game is now six lo nine months and lodo 
anything on CD could well double thai." 

The lead lime to bring out the hardware has bccnlongcnough. 
CD-I was first announced in 1986. The delays in gelling the 
machine ready to launch have got much lo do with Ihe late 
addition of Full Screen Full Motion Video, which has altained 
something of a sacred cow stalus in terms of CD-I, to the 
standard. 

In order to offer a higher specification lhan potentially 
competing formats, FSFMV had to be included in the 
specification. After a loi of work on improving the quality of 
video images when played through a CD-I unit, and the 
development ofa FSFMV controller'dccoder for the machine by 
Philips/Sony in conjunction with the Japanese company 



WHO'S DONG 
WHAT FOR 

OK.. 

COMPANIES 
licensed to 
produce CD-I 
hardware systems 
include Philips, 
Sony, Yamaha, 
Sharp, Sanyo, 
Matsushita and Its 
subsidiary Pioneer. 
Ricoh, Fujitsu and 
Grundlg. Sony has 
already shown a 
prototype ol a 
portable CD-I 
system, with a 
footprint' about 
the size ol an A4 
sheet ot paper, at 
a recent 
conference in 
London. 

SOFTWARE tn The 
US: Map publisher 
Rand McNally la 
purling its US atlas 
on to CD-I 

THE SMITHSONIAN 
Institute (a 
museum in 
Washington 
equivalent to the 
British museum) 
has nearly 
completed 
Treasures ol the 
Smithsonian, a fully 
croBB-referenced 
guided tour to the 
museum's exhibits, 
with descriptions 
and background 
detail on each 
available at the 
touch ol a button 
(the Idea is to bring 
this out at the 
same price. £49.95. 
as the coffee table 
book which is the 
standard 'hard 
reference' guide to 
the museum). 

EMG/Microware's 
Listening Booth 
jukebox Is 
designed to be 
installed in record 
shops, and to be 
used in much the 
same way as the 
listening booths ol 
the 1950s and 
1960s. Choose 
Irom a list of types 
of music you are 
interested in, then 
from the next 
menu down 
choose a particular 
artist or group, 
from the next 
menu a particular 
track, and you can 
not only hear the 
CD-Audio record 
played, but view 
pictures ot the 
artist performing at 
the same time. It 
won't be too long 
before data 
compression 
techniques have 
improved to the 
extent that instead 
of buying albums 
and music videos 
separately, you can 
buy the album with 
synchronised video 
combined, on CD. 
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CHILDREN'S TV 
Workshop has a 
series ol animated 
cartoons (or young 
children. 

CAESAR'S World 
has Caesar's World 
ol Gambling (Las 
Vegas on a 

compact disc). 

BRITANNICA 
Software is putting 
encyclopedias on 
CD-I. as is Grolier. 

TIME-LIFE Books 
la developing a 
series of 
educational/ 
information 
based on some of 
Its titles, especially 
the wildlife series. 

ABC Sports Is 
producing 
interactive sports 
games, one, Palm 
Springs Golf, is 
nearing 
completion. 

HANNA-BARBERA 
Home Video is also 
producing 
cartoons. Other 
publishers signed 
up include 
Harcourt Brace 
Jovanovlch, The 
Sporting News, 
and Parker 
Brothers. 

CINEMAWARE has 
a 'movie' version of 
Wings. Its first 
world war flight 
simulation/game 
ready for CD-I's 
launch. "It's more 
like Blue Max than 
its Amiga 
computer version," 
said David Riordan. 
Cinemaware also 
wants to develop 
versions of soap 
operas and TV 
game shows on 
CD-I formats. 

IN EUROPE: 
German 
conglomerate 
Bertelsmann, 
Hachette (which 
includes Grolier on 
this side of the 
Atlantic), are 
developing 
programs. 

MAXWELL 
Communications 
has Mlrrorsofi 
under Its wing, 
developing the 
Guinness Disc of 
records for CD 
formats, as well as 
Berlitz, which is 
producing foreign 
language courses. 

THE VIRGIN 
Mastertronlc group 
also has CD-I 
projects underway, 
though these will 
be educationally- 
oriented 
information 
database style 
products rather 
than games. 



Matsushita, they have been able to announce that. yes. FSFMV 
will be available in the standard launch specification. 

The inclusion of FSFMV has both its champions and its 
doubters. Psygnosis boss Ian Hcthenngton says. "It's essential 
for CD-I because of the way the machine is perceived It is the 
key feature which lifts it above CD-ROM, and immediately 
aligns the product to ihe audio-video world." 

Bui full motion video takes up an awful lot of disc capacity, 
even on a 550Mb CD. If your disc comprised only full motion 
video footage - no sound, nosubiillcs - you would get around 
60-70 minutes of digitally recorded film. At this level . it might as 
well be on a long play video cassette and be eight hours long, and 
never mind the multimedia concept. Thanks to this aspect, you 
can expect applications which take advantage of FSFMV to; a) 
use it mainly in screen windows, and b) not to use too much of it. 

"The family in general is used to full motion video on the TV 
and VCR, therefore it's very important." says Jon Norlcdge. 
"But since you can only get just over an hour on a disc, it's going 
to be used judiciously, and in combination with the other 
elements." 

David Riordan of Cinemaware also reckons that full motion 
video is a huge point in CD-I's favour, but Mark Strachan of 
Domark isn't so sure. "Let's say you're playing an adventure 
game. You're in the grotto - what do you do next? Every single 
option you might take must have a cinematographic solution - 
you must film it, then digitise it. Terribly unwieldy." 

Now families are only going to storm their local Dixon's for 
CD-I units in hundreds of thousands if they know what they're 
buying, and already there is a wealth of confusion over differing 
CD standards. It's ironic that simply because Philips and Sony 
have spent so long hammering out their standard, wooing 
publishers to develop for it. licensing hardware manufacturers to 
produce their own systems to Philips/Sony's specification, that 
other interactive CD formats have cropped up. Remember that 
both Philips and Sony got their corporate fingers burned with 
video cassette standards - when 2000 and Betamax lost out to 
the technically inferior VHS. 

The delays suffered by CD-I have begun to let in the 
competition, and incompal iM e interactive CD formats, and the 
one (hat is of most dire*., interest to the games software 
enthusiast, and is much in the news at the moment, is 
Commodore, with its CD-TV. 

The Commodore CD-TV is NOT a CD-I machine, despite 
some of the reports, in the sense that it docs not conform to 
Philips/Sony's standard and it is incompatible with it. The 
CD-TV is a CD-ROM drive with a built-in Amiga 500 board. 
This board enables the CD-TV to be sold as a standalone device 
(not attached to a computer) as CD-I will be, but it is stilt 
Amiga-dependent. You cannot take an IBM CD-ROM disc 
and play it in a Commodore CD-TV. 

However, many of the most common applications for 
CD-ROM. such as these text-based interactive books or 
databases, consist to a certain extent, of plain text, making 
conversion much easier. And once companies get into the swing 
of using video footage , and sound samples in CD-ROM or CD-I 
based titles, they will be able to build them up into large libraries 
or databases which can be used on more than one 
computer-dependent format. So conversion between standards 
will not be quite the headache that it is on home computers. 

Back to ihe CD-TV. It will not have Full Screen Full Motion 
Video at launch, and Commodore is not prepared to comment 
now on the possibility of having it added to the specification in 
the future. In all probability, this capability will be included if the 
CD-TV proves to be a success. The big advantage it has over 
CD-I as a standard is that il will be on sale this autumn, a good 18 
months before we can realistically expect lo see CD-I in the UK. 

However, if you take a hypothetical look into the home of 
1995, it's not implausible to envision a PC Engine style console 
with CD software for games-playing, an incompatible CD-TV 
(or an equally incompatible CD-ST) in someone's bedroom, an 
incompatible CD-I unit plugged into the main living-room TV, 
and an incompatible PC-derivative with a CD-ROM drive in the 
study - and with any luck the Kbit Nintendo will have replaced 
the Spectrum as a universal doorstep. This wealth of different 
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formalsis precisely what Philips/Sony have been trying to avoid. 

But docs this matter? Not everyone thinks lhat the emergence 
of different types of interactive CD systems is necessarily a bad 
thing. The more companies there are blowing the multimedia 
trumpet, the better. "We will develop for any formal lhat will sell 
into the marketplace," says Domark's Mark Strachan 
cheerfully Equally carefree is Virgin's William Beckett: "Let 
them fight it out." Cinemaware. however, would like to spend 
more time developing original product and less time converting: 
"Ultimately I'd like to see one machine dominate such as 
Nintendo has in the console market, so that we have a huge 
market to address, not three or foursmalleroncsall needing time 
spent on conversions - you waste a lot of time doing 
conversions." 

' CD-I is going to happen. Philips is now selling development 
kits to interested companies. Around 35companies in the USare 
already developing for it . with over lOOcxpressing a firm interest 
in Europe and many more in Japan . Big Japanese names such as 
Pioneer. Sharp. Sanyo and Yamaha are developing CD-I 
hardware units - and their marketing muscle alone comes to 
hundreds of billions of dollars - Commodore's resources and 
effort can be best seen as gallant in comparison. 

What Commodore's CD-TV could do - and, many people 
think, should do - is to point the way forward for the home 
computing industry. "I'll be very interested to sec what happens 
in Europe, because Commodore has some very good people 
involved and the Amiga is so strong over there," comments 
David Riordan of Cinemaware. 

Firstly, because by being sold as 'just another brown goods 
product', ie: a piece of consumer electronics no more 
complicated than your VCR, it could finally take leisure 
computing out of its hobbyist niche market into the mainstream, 
and because of Ihe impact which compact disc has on piracy. 

All software publishers will tell you that piracy is killing the 
computer industry, to the extent that i( has become a truism. It 
would be presumptuous to say that CDs arc impossible to pirate, 
but at least they aren't the gift horse that cassettes and floppy 
disks arc. 

Given that Atari is now predictably making 
noises about a CD-ST. and IBM is showing 
interest in CD-ROM. it may not be too 
long before all home computers look like 
CD-TVs - with the bonus that keyboard 
junkies can still attach all their computer 
peripherals on to the unit if they really want 



PSYGNOSIS is also 
developing tor the 
format, although 
the titles It 
produces will 
probably be 
published by a 
third party. 

TRAINING and 
educational disks 
will be published 
by Spin UK, a joint 
venture set up by 
Philips and Shell 
UK specifically to 
develop tor CD-I. 

THE RULES Of Golf 
and The History Of 
Golf are both being 
produced by 
continental firm 
Telocity, in 
conjunction with 
the Royal and 
Ancient Club at St 
Andrews and 
Philips. 

Sources: MORI •od 
Computei 
Manage me nl Group 
Survey, December 
1989. end Ihe Brilleh 
Radio and Electrical 
Manufacturers 
Assoclat.on (BREMA) 
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AVAILABLE FOR COMMODORE 
SPECTRUM - AMSTRAD 
ATARI ST AND CBM AMIGA. 
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IT'S GROSS! IT'S GRUESOME! IT'S THE NEXT ISSUE OF THE ONE, WHICH 
YOU SHOULD HAVE ASKED YOUR NEWSAGENT TO RESERVE BECAUSE.. 



IT STARTED WITH A DISK... 

DON'T be surprised to see a 3.5" piece of 
magnetic media affixed to next month s 
cover, as there's another dynamic disk 
packed with unique punchy playable 
preview of a forthcoming release. 

SHOCK HORROR! 

HE'S been hailed as the world s greatest author 
of contemporary fantasy and horror - and now 
he's talking to us. World-famous novelist and 
film-maker Clive Barker Is in the hotseat in The 
One On One interview. 



NIGHTBREED! The book, the film and of course 
Ocean's computer adaptations. And there's the 
opportunity to win a bodacious bundle of 
associated booty. 



WE CAME, WE SAW. 

AND we conquered. The One journeys back to 
ancient times for a look at fiery mythological 
creatures and the Ancient Romans. Why? Find 
out in 28 days... 

SPECIAL GUEST STARS... 

WINGS has at last landed, along with Rick 
Dangerous H, Cadaver and Powermonger. 



NEXT MONTH! 
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WINNER OF T HE IPI DIP) AWARD FOR THE BEST OV ERSEAS GAME 



ANOTHER GREAT • 
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Set in Che world of International espionage, 
nation Stealth plunges you headlong into a 
•d im Cinrmatique" 1 Interactive adventure 

game. 



i Stealth Is the second garaelo feature the 
c C mcmdliquc " operating system, which 
caaaMcraMy reflated and developed since 
IJ»€ release of Future Wars. 



Entirely mouse-controlled. 
Easy-to-use point -and-clkk interface. 
Fully compatible with AdLib and Roland 
Sound Cards (PC Version). 
PC version features 256 colours (VGA). 
Superb musk produced in Delphfne'a 
In-house recording studio. 



COMING SOON ... 
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c 1990 DIII'INM SOFTWARE , 
All rights reserved. 
Clncmatiquc Is .1 trademark 
of Delphlne Software. 

AVAILABLE ON 
ATARI ST # AMIGA 
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